SUPER acTion March ’93 Issue 6 We can say what we like cos Franks 5one to America 



Tiny TOons 


MARCH 1993 

NUMBER 6 £1.95 

/yurOPRESS printed in the uk 
^^ interacTTVI read the womb over 

ISSN09670114 

II 0 3 > 


syvALION • CHESTER CHEETAH 
WORDTRIS • BULLS VS BLAZER S * JIMMY CONNORS PRO TENNIS 
RANMA T/i • JOE AND MAC 2 fcliUfcfcJJiiM Jat 


ki lAn epic assault 
] on the senses! 


Faster than Sonic? 


Super Action is^aruf^ependent magazine an^;! is no-^connected with Nintendo of America 




* Jl 1 1 * I m J 







1 I 1 1 ^ K WA 

















































MEMBERSHIP 

AFTER YOUR FIRST PURCHASE OF OVER £20. MEMBERSHIP BITITIES YOU TO: 

OLD 
GAMES I 


NEW 

GAMES 


Why pay full price fordldo' tlUe^ _ 

Buy second-hand eppart-exchange your old^em. 
We also huy games. £1.00 handling chawi^i 
When you send us your games for fmrt-exi^age 
we are acting as your agent untifSiey are 


miVAMCE ORDERS 


sareafio , 

Place your tinier In advance, andltwlllhesentl 
you OH DAY OF ARRIVAL - PLEASE MiTEG 
will not be cashed and credit c ardsw IIL 
debited until day of de^SL 


£1.00 for each gme^^E^fot 


FREE CATALOGUE 


Ml PRICES QUOTED ARE FOR 

MEMBERS ONIY 

Non members add £5.00 new games £2.00 used games 


TITLE 

NEW 

SECONDHAND 

DUE 



SELL 

BUY 


ALIEN Vs PREDATOR. 

.43.00.... 

....27.00. 

.20.00.... 

.... JAN 

ALIENS. 

.40.00.... 

....27.00. 

.20.00.... 

.DEC 

BATMAN - JOKER. 

.45.00.... 

....33.00. 

.26.00.... 

.JAN 

BIOHAZARD BLAZE. 

.35.00.... 

...22.00. 

.15.00.... 

.DFC 


BLAZE ON.43.00.26.00.19.00.DEC 


BLUES BROTHERS. 

.45.00.... 

....33.00.... 

.26.00.... 

.... JAN 

CHESTER CHEETAH. 

.45.00.... 

....33.00.... 

.26.00. 

.... DEC 

COOL WORLD.. 

.43.00.... 

....31.00.... 

.24.00. 

.DEC 


CYBERNATOR.43.00.27.00.20.00.JAN 

DEADLY MOVES.40.00.27.00.20.00.JAN 

DRAGONS LAIR.45.00.30.00.23.00.JAN 


DUNGEONS & DRAGONS.43.00.28.00.21.00.DEC 


FOOTBALL FURY. 

.40.00.... 

.30.00. 

.23.00.... 

.JAN 

GODS. 

.40.00.... 

.28.00.... 

.21.00.... 

.DEC 

GUN FORCE. 

.40.00.... 

... 23 00 

16 00 

DEC 

HIT THE ICE. 

.40.00.... 

.26.00. 

.19.00.... 

.DEC 

HUMANS. 

.43.00.... 

.23.00. 

.16.00.... 

.JAN 

KAWASAKI CHALLENGE. 

.45.00.... 

.33.00. 

.26.00.... 

.... JAN 

KING ARTHERS WORLD. 

.43.00.... 

.30.00. 

.23.00.... 

.JAN 

LETHAL WEAPON. 

.43.00.... 

... 30 00..., 

.. 23 00 

DEC 

MAGICAL QUEST (MICKEY).... 

.50.00.... 

....35.00. 

.....28 00 

DEC 

NBA ALLSTARS 

43 00.... 

.27.00. 

.20.00.... 

.DEC 

ON THE BALL. 

43 00.... 

....30.00. 

.23.00.... 

.DEC 

RADIO FLYER. 

40 00.... 

....27.00. 

.20.00.... 

.JAN 

ROBOSAURUS 

43 00.... 

....28.00. 

.21.00.... 

.JAN 

ROCKY & BULLWINKLE. 

43 00.... 

....28.00. 

.21.00.... 

.JAN 

SHADOW OF THE BEAST. 

.43.00.... 

....30.00. 

.. 23 00 

DEC 

SIM EARTH . 

.45.00... 

33 00 , 

. 26 00 

DEC 

SONIC BLASTMAN. 

.43.00.... 

,...30.00. 

.23.00. 

JAN 

SPELLCRAF. 

.43.00 .. 

. 24 00 

. 17 00 

JAN 

SPINDIZZY WORLD. 

.43.00.... 

....23.00. 

.16.00.... 

.DEC 

STAR WARS. 

.43.00.... 

....33.00. 

....26.00. 

.DEC 

SUPER POWER PUNCH. 

.43.00.... 

....27.00. 

....20.00.... 

... JAN 

SWAMP THING. 

.43.00.... 

.,..27.00. 

. 20 00.... 

JAN 

TERMINATOR 2 ARCADE. 

.43.00.... 

....31.00. 

.24.00. 

.DEC 


TERMINATOR 2 JUDGEMENT. 

.43.00.... 

.31.00. 

.24.00.... 

.JAN 

TINY TOONS. 

.43.00.... 

....31.00. 

.24.00. 

.DEC 

TOM & JERRY. 

.43.00.... 

....31.00.... 

.24.00.... 

.... DEC 

TOXIC CRUSADERS. 

.43.00.... 

....27.00. 

.20,00.... 

.JAN 


ULTIMA FALSE PROPHET.50.00.33.00.26.00.JAN 


UNIVERSAL SOLDIER.40.00.27.00.20.00.DEC 


VIKINGS. 

.45.00.... 

....31.00.... 

.24.00.... 

.JAN 

WARP SPEED.,. 

.43.00.... 

....24.00.... 

.17.00.... 

.DEC 

WING COMMANDER. 

.50.00.... 

....33.00. 

.26.00.... 

.JAN 


ALL USA SNES GAMES REQUIRE GAME ADAPTOR - MEMBER PRICE £15.00 


GAMEBOY 


TITLE 

NEW 

SECONDHAND 

DUE 



SELL BUY 


COOL WORLD. 

.22.00.... 

....14.00.10.00.... 

.DEC 


DARK WING DUCK.22.00.14.00.10.00.JAN 


EMPIRE STRIKES BACK.24.00.16.00.12.00.JAN 

FLINTSTONES.22.00.12.00.8.00.JAN 

HUMANS.22.00.14.00.10.00.DEC 


JOE & MAC. 

.22.00.... 

....14.00. 

.10.00.... 

.... JAN 

LETHAL WEAPON 

22.00.... 

.-..14.00. 

.10.00.... 

.DEC 


LIHLE MERMAID 22.00.14.00.10.00.JAN 

MEGAMAN 3 ... 22.00.14.00.10.00.DEC 


RAMPART. 

22.00.... 

....14.00.... 

.10.00.... 

... JAN 

SWORD OF HOPE 2. 

.22.00.... 

....14.00.... 

.10.00.... 

.DEC 

TALESPIN. 

.22.00.... 

....14.00.... 

.10.00.... 

.... DEC 

TOP GUN - GUTS & GLORY. 

.22.00.... 

....14.00.... 

.10 00 

JAN 

UNIVERSAL SOLDIER. 

.22.00.... 

....14,00.... 

.10.00.... 

.JAN 

ZEN. 

.22.00.... 

....14.00.... 

.10.00. 

.DEC 


BATMAN RETURNS. 

.35.00.... 

....27.00. 

.21.00.... 

.DEC 

BIO HAZARD BATTLE. 

.35.00.... 

....24.00. 

.18.00.... 

.JAN 


BLACK CRYPT.40.00.27.00.21.00.JAN 


BREACH.35.00.24.00.18.00.JAN 


CHANKANI. 

.35.00.... 

....25.00. 

.19.00.... 

.DEC 


CHASE HQ.35.00.25.00.19.00.DEC 


CHESTER CHEETAH.40.00.26.00.20.00.DEC 


ECCO THE DOLPHIN. 

.35.00.... 

....24.00.... 

.18.00.... 

.JAN 


G-LOC.35.00.24.00.18.00.JAN 


GADJET TWINS.45.00.28.00.22.00.JAN 


INDIANA JONES. 

.35.00.... 

.24.00.... 

.18.00.... 

.DEC 

LIHLE MERMAID. 

.30.00.... 

.23.00. 

.17.00.... 

.DEC 

LOTUS TURBO CHALLENGE. 

.35.00.... 

....24.00.... 

.18.00.... 

.DEC 

METAL FANGS. 

.35.00..., 

.26.00. 

.20.00.... 

.JAN 

NINJA GAIDEN. 

.30.00.... 

.22.00.... 

.16.00.... 

.JAN 

PGA TOUR GOLF 2.. 

.35.00.... 

.26.00. 

.20.00.... 

.JAN 

POWERMONGER. 

.35 00. . 

.. 26 00 . 

20 00 .. 

.. DEC 

RACE DRIVIN'. 

.35.00.... 

..,.24.00. 

.18.00.... 

.DEC 

ROAD RASH 2. 

.35.00.... 

.26.00.... 

.20.00.... 

.DEC 

ROAD RIOT4WD. 

.35.00.... 

....24.00.... 

.18.00.... 

.DEC 

STREETS OF RAGE 2. 

.40.00.... 

....28.00.... 

.22 00.... 

.... DEC 

STRIDER 2. 

.40.00.... 

.27.00. 

.21.00.... 

.DEC 

SUPERMAN. 

.35.00.... 

....24.00.... 

.18.00.... 

.DEC 

TALESPIN. 

.30.00.... 

....22.00. 

.16.00.... 

.DEC 

TERMINATOR 2 ARCADE. 

.35.00.... 

.26.00. 

.20.00.... 

.DEC 

TERMINATOR 2 JUDGEMENT. 

.35.00.... 

....26.00. 

.20.00.... 

.DEC 

THUNDERFORCEIV. 

.35.00.... 

....26.00. 

.20.00.... 

.JAN 

WORLD OF ILLUSION. 

.35.00.... 

....26.00. 

.20.00.... 

.DEC 

X-MEN. 

.30.00.... 

....22.00. 

.16.00.... 

.DEC 


/V-IVIClid.OU.UU.^^.UU.I D.UU. UC\J 

GAMEGEAR 


TITLE 

NEW 

SECONDHAND 

DUE 



SELL 

BUY 


ALIEN 3. 

....25.00.... 

....18.00. 

.14 00.... 

.... DEC 

CHAKAN. 

....25.00.... 

....16.00. 

.12.00.... 

.DEC 

DAVE ROBINSON BASKETBALL.... 

....25.00.... 

... 18.00. 

....14 00.... 

.... DEC 

DOUBLE DRAGON. 

....25.00.... 

....18.00. 

....14.00.... 

.DEC 

EVANDER HOLYFIELDS BOXING... 

....25.00.... 

....18.00. 

....14.00.... 

.DEC 

G.P. RIDER... 

25.00.... 

....16.00. 

.12.00.... 

.DEC 

LEMMINGS... 

-- -25.00.... 

....20.00. 

....16.00.... 

.JAN 

LIHLE MERMAID 

25.00.... 

....20.00. 

.16.00.... 

.DEC 


PHANTASY STAR 32.00.18.00.14.00.JAN 


PRINCE OF PERSIA 25.00.20.00.16.00.DEC 


SHINOBI2.... 

25.00.... 

....20.00.... 

.16.00.... 

.DEC 

STREETS OF RAGE.-. 

25.00.... 

....18.00. 

.14.00.... 

.DEC 

STRIDER 2... 

25.00.... 

....18.00. 

.14.00.... 

... .JAN 

TALESPIN. 

25.0.... 

....20.00. 

.16.00.... 

.DEC 


WHIZZ-KID GAMES ITD 
22 STATION SQUARE 
PETTS WOOD 
KENT BRS 1NA 


Member No 1 

MINI 

Cheque 

□ 

Postal Order 
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Credit Card 
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ffoM M 1 M M M M M M 
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Please telephone before ordering. 
All cheques must be supplied with 
a valid cheque card number. 

All games are UK or USA versions. 
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J etting back from Las 
Vegas this month, 
Frank, our glorious 
fuhrer, could hardly contain 
himself. In the end, he didn’t 
contain himself and a special 
thanks to the nice air hostdss 
with the paper bag. 

The reason for all this 
excitement? The Las Vegas 
Vfinter Consumer Electronics 
Show. This annual event is the 
biggest expo of video games 
and electronic equipment in 
the world. 

Nintendo had by far the 
largest stand and were 
displaying ail manner of 
wondrous new software and 
hardware. Many expected the 
launch of the new CD ROM unit 


but they were to be 
disappointed. There were a few 
announcements though, and 
we now know what the first 
few CD games are going to be. 
You can read all about that 
later in the issue. 

This month we have even 
more fabulous stuff than we 
did last time. More games, 
more cheats, more letters and 
more swearing. We’ve, also had 
a massive influx^ of impressive 
cartoon games. 

All the regulars are here 
too, there’s Bill and Ben, Dr 
Diablo and the Dream Team. 
Super Aclion, what a smart 
mag this is 

Remember now, don’t eat 
yellow snow 
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Special thanks to: 

All the people in the whole wide World who 
know that peace and love are no substitute 
for money and cakes. Thanks to Nick OTeen 
for keeping certain staff members away from 
tabs. No thanks to Superman for letting 
certain staff memebers puff away like 
chimneys. A special thanks to the large 
Egyptian Moth for scaring Simon stupid, to 
Srad for the 39 steps, to Naomi at Sunsoft, 
to the Starfox chick who gave me the T Shirt, 
to the barman in Dublin who was a sterling 
geezer, to Andrew for keeping my blimming 
phone busy and taking our abuse, to Steve 
Darragh for still being on holiday. 

While Europress Interactive Ltd. does its best to 
ensure that ail the information contained within 
the editorial and advertising is correct. Super 
Action cannot be held responsible for any Inaccu¬ 
racies or ommissions. No part of this magazine 
may be reproduced without written permission. 
Super Action is an independent magazine has has 
no connection with Nintendo Co., Ltd. 
“Nintendo”, “NES”, “Super NES” and “Super 
Famicom” are trademarks of Nintendo Co., Ltd. 
All trademarks and copyrights are recognised. 
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There are some rather exciting deveiopments 
on the horizon and if you want to 

be hip read the News section. 
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f i l/ii/a Las l/eGas 

This month we bring you a full report from the 
recent Winter CES, the place 

Nintendo unveil all their latest and 
greatest. All the major players were 
there and that includes Super Action. 


Diablo’s 
oP Doom 

gs you a brand new 
edition of the World-famous cheat 

section. If you’re having trouble with a 
game, or you just can’t be bothered to 
play it properly, check this out. 


Scores 

Super Action line up 
of the best in Super NES 

gaming. Are you there? 


Bub^^W^Qcat 

Preview of Accolade's latest. 


Prei/ieuj 


and Ben's 
son Pen 

your probing questions 
answered fully in Britain’s liveliest 

letters page. No stone will be left 
unturned in our endless quest for facts. 
Join us on this rapid-fire journey of 
knowledge and discovery. 


Library 

to almost every 
game so far. Top 

stuff for itchy wallets. 


: -_hls month sees the long 
awaited launch of the Fist of 
the North Star. This Is actually 
the first of two games to feature 
this massive Japanese comic char¬ 
acter. The second game should 
be along in a couple of months 
and anticipation is high. It will be 
a sprawling, massive and 
involving RPG, so action 
fans may be a little disap¬ 
pointed. So who is this 
Fist of the North Star 
bloke then? Well, glad 
you asked. He’s the cre¬ 
ation of a writer named 
Buronson and possibly 
Japan’s most violent 
hero. This violence is 
translated perfectly in 
the game, but Nintendo 
have insisted on the 
removal much of the 
gushing blood and 
exploding heads. Pity, that 
was half the appeal of the car¬ 
toon series. If you want to win a 
copy of the movie, do us a draw¬ 
ing of the ultimate martial artists. 
The hardest looking piccie wins a 
brand new Fist of the North Star 
video. Mark entries “Fist dudes”. 

























'Nintendo’, 'NES', ‘Super NES’ and ‘Game Boy' are trademarks of Nintendo of America Inc. All screen shots are copy! 



game will be virtually identical to its arcade 
parent and the only doubts concern the 
storage capacity of the system. Will they be 
able to cram all that live audio on to one CD? 
Having said that, there’s no reason at all why 
the game should come on one CD, is there? 

The game will be followed soon after by 
its sequel, Who Shot Johnny Rock as well as 
another, as yet unnamed title. More news 
when we get it. 

In the meantime, the bad news is that 
Sony have shelved the PlayStation, at least for 
the time being. Sony signed a deal with 
Nintendo almost two years ago, a deal that 
gave them the rights to produce a console 
based on Nintendo technology. Sony were 
originally lined up to produce the CD 
technology but Nintendo switched to Philips 
halfway through development. 

This and a number of other factors led 
to Sony announcing In late December that 
cooperation on the PlayStation had ceased. 
Shame really, the PlayStation promised to be 
an exciting and excellent piece of kit. 


A t the recent Las Vegas 
Consumer Electronics show 
Nintendo were keeping their 
lips sealed about the prospect of a 
Summer launch for their new CD 
accessory. Although there was no 
official release, software companies 
were buzzing over the news that the 
first game for the system would be Mad 
Dog McCree. This game was a smash 
hit in arcades last year and is the brain¬ 
child of American Laser Games. 

You’d have to have spent your whole 
life in a cave to have missed Mad Dog 
Macree, but for those who did, here’s a brief 
run-down: the game uses real actor and sets 
to portray a western adventure. You use a 
light gun to blast bad guys and save attractive 
young ladies. 

Both American Laser Games and 
Nintendo have confirmed that the game will 
be among the first releases for the system 
and it will feature full motion video as well as 
live CD audio. Early reports suggest that the 


Gallagher’s Gallery, one of 
the first Super CD ROM 
titles to become available. 
Expect it next Xmas. 




E arly In January, the Sun newspaper, that epitomy of honesty and justice, 
covered with the story, “Nintendo Killed My Boy” The story concerned the 
tragic death of Jasminder Bassi, a 14 year old boy from Essex, jasminder who 
had a previous history of fits and blackouts died after leaving a friend’s house. The 
newspaper reported that he suffered a fit induced by Photo-epilepsy, a rare condi¬ 
tion suffered by around five percent of diagnosed epileptics. This condition means 
that fits and blackouts can be induced by unusual lighting conditions. Strobe lights 
are the most likely cause of fits, but rare cases have been induced by television sets. 
Super Action contacted the British Epilepsy Association who assured us that the risk, while 




A minor snippet of frothy and exciting news is that 
Top Gear 2 is almost ready. Kemco are hanging on to 
this hot new release with a tight grip though but 
details are already emerging. 

The cart will be a huge eight megs, twice the capacity of the origi¬ 
nal and will feature vastly enhanced graphics. A whole new range of 
cars will be available to the player but the biggest difference will be 
speed and playability. 

The original game was slick and fast but the sequel promises to be 
smoother and quicker. How could they improve on the fabulous 
original? Nobody knows. What we do know is that the game will be 
racing onto your shelves in Summer. 
















Program your favourite Streetfighter 2 
moves at the press of a single button. 


T here are plenty of joysticks available for the Super 
Nintendo and the situation is getting weird. All the 
new sticks seem to be aimed directly at Streetfighter 2 
players. It seems amazing that this much money and time can 
be spent developing a stick that is really designed to play on 
one single game. Mind you, it’s good news for players. 

Two new devices are on their way from Quickshot and both look 
spectacular. The first and most impressive is the Programmable Arcade 
Stick. This looks like a very sophisticated version of the capcom power 
Stick and has a host of fabulous new features. The most important of 
these is the program feature. Using this you could for example pro¬ 
gram Zangiefs triple lariat move and at the press of a single button, 
execute the move without worrying about timing. 

The programming is done on a small LCD screen and is very sim¬ 
ple to do. Just perform the required action and save the sequence at 
the press of a button. Couldn’t be easier. These positions are saved on 
battery back-up so you don’t need to worry about losing them. 

The second device has all the same features but takes the form of 
a joypad rather than a stick. As a result it’s more compact and less 
expensive than the first. Both were unveiled at the recent Consumer 
Electronics Show in Las Vegas and Super Action staff got the chance to 
try them out. The verdict? Way-cool. Both units should hit the shops in 
February or March. 


NEW rmCKS FROM 
NEW STICKS 



C apcom were proud to announce the impending launch of their latest game 
this month and punters openly drooled when they found out what it was. 
Final Fight II. Not to be confused with Final Fight Guy, this is an all new 
scrolling beat ’em up with different backdrops, new characters and most important¬ 
ly, a simultaneous two player option. 




The graphics of the original game were stunning, these, believe it or not, are even better. 

Gorgeous backgrounds, stunning sprites and some amazing sound effects make this a much bet- 

ter looking and better sounding game than 
the 

The some way 

the but Capcom were 

^ playable demo at the Winter CES. It's 
fast, furious and eminently playable. Some 
tweaking has yet to be done though so 
posted. 

Capcom also announced Disney’s 
. Aladdin but they showed nothing but 
posters. What they did show was a game 
called Goof troop based on the Disney 
M cartoon can best be described as 

a comedy Zelda There was 

very else any 

to deny rumours the 

Streetfighter Turbo was waiting 

the As far as 

have to 


Goof Troop has 
some nice colourful 
sprites and maps. 


Well, is this the first time 
you’ve seen Final Fight II 
piccies, or what? 


•» 
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. ocky Rodent is Irem’s answer to Mario. He’s not Italian, 
he’s not a plumber and he’s not from Brooklyn. He is 
^however small, fast and cute and he’s heading your way 
this Summer. Described as part animal, part human, part 
rocket. Rocky has to rescue some chick from the clutches of 
some evil bloke. Unfortunately we can’t be any more specific 
than that but then scrolling platform games hardly rely on 
intensive plot detail. 

The graphics are cute and colourful and absolutely reek of quality. 
In style it’s similar In many ways to an earlier Irem game, Dino City. 
Gameplay however Is a good deal faster. The game nears completion as 

you read this and 
we’ll bring you a 
full review just as 
soon as we can. 


^ocky Rodent 
^ete involved in 
5ome platform 
'elated high jinks, 
’m a big fan of 
^entokil frankly. 




E ver watch those old Volvo ads 
where the Crash Dummies come 
to life and drive off? Well the 
concept has been taken one step 
further with the upcoming Acclaim 
release of The Incredible Crash 
Dummies. You take control of the 
Dummies in an amazingly original plat¬ 
form game. 

Hazards Include bottomless pits, 
clanking machinery and predictably enough, 
car windscreens. This is something of a 
departure in terms of licensing and the game 
will actually show up In this country before 
the inevitable cat-toon series. 

The graphics are stunning, with 
wonderfully animated sprites and a host of 
detailed backdrops. Gameplay is the conven¬ 
tional run and jump stuff, but there’s a defi¬ 
nite puzzle element that should lift this one 
head and shoulders above the crowd. 


Crash Dummies have 
already made their 
debut on Game 3oy. 




PUNY MORTALS 
SET TOUGH 

M 


idway had a fair amount of success when they tried 
to repeat the Streetfighter phenomenon with Mortal 
Kombat. The combination of digitised graphics and 
sampled sound made the game an immediate and dramatic 
success. The Super Nintendo 
version looks all set to imitate the 
arcade game perfectly, with every 
^ sprite, every level and every sound 
A replicated completely. 

We’ll have to wait and see how 
the gameplay matches up. This version 
is being programmed by the normally 
excellent Acclaim, but past efforts to 
do this type of game have ended In 
tragedy (see THQ’s Pit Fighter). 

The game is still quite a way off 
and will be completed and released 
sometime In Summer. Expect a full preview in a forthcoming Issue of 
your favourite games mag. Super Action. 
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Konami® is a registered trademark of Konami Co. Ltd. Teenage Mutant Hero Turtles® and the distinctive likeness thereof are registered trademarks and copyright 1991 by Mirage Studios. 
Exclusively licensed by Surge Licensing Inc. Turtles in Time ™ is a trademark of Konami. Distribution; Bandai UK Ltd. (UK), Unit 26/27, Fareham Industrial Park, Fareham, Hants PO 16 8XB 


The ever villainous Shredder has sent one of his evil androids to 
steal the Statue of Liberty. The turtles have to defeat Shredder 
and rescue Lady Liberty from his evil clutches in six huge levels of 
Arcade Action. As they attempt to put an end to Shredder he 
knocks everyone into an activated Matrix Translocation Beam 
sending everyone hurtling back through time. Can the turtles 
defeat the host of historic hooligans as they fight their way back to 
1992, to the final showdown with Shredder. 
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A merican Softworks Corp., are expecting big things 
with their latest license. Trolls are those little plastic 
dolls from the 70s that have undergone something 
of a reneissance in recent months. With colourful spiky 
hair, the irritatingly cute little blighters have sold like hot 
Rubik’s Cubes. 

Super Troll Land is a scrolling platform shoot ’em up with cute 
graphics and more colour than you can cope with. The game is 
approaching completion as we write this, so expect a full review in the 
next couple of months. 


■ ■ 


- < 


TOYSRUS 

T he latest movie from Rain Man director Barry 
Levinson, is Toys. This surreal fantasy tells the tale of a 
toy factory that falls into the hands of a twisted fiend. 
You and the toys must save the factory and win the day. 

Absolute, the people who brought you Super Battletank, have 
licensed the game of the movie and it’s almost ready. It’s a sprawling 
arcade adventure with some really nice touches. There are loads of 
interesting sub games to contend with 
and some of the most amazing baddies 
you’ll ever meet. 

The movie is quite a way off yet 
- although it promises to be a real 
spectacular. Movie pundits are already 
saying that it has the most amazing 
sets ever constructed for a movie and 
the rather sinister plot should ensure 
that this is a smash hit. Expect the 
game and the film at some time 
around May or June. 


F ans of the Star Trek: The Next 
Generation series will get all 
sweaty and excited when they dis- * 

cover that a Super Nintendo game is 
well under development. The game is a 
strategy, adventure, RPG sort of thing 
with a great deal of emphasis placed on 
the technical side of things. 

The Enterprise is there In all its detail 
and you have full control over the bridge, the 
engine room and all the other fabulous space- 

ship type areas. All the characters are there 051 

too, from intergalactic slaphead Captain 
Picard, right down to snotty brat Wesley. 

It looks more than a little like Zelda in places and the graphics are 
a super dream treat. Music Is taken straight form the movie and the 
game promises deep plot and serious involvement. It’s scheduled for 
release In the Summer and will probably be a smash hit. Absolute have 
promised to send us a cart just as soon as they can so expect the first 
review in Super Action. 


c r .Ti 


Trolls, I hate them, 
they have funny 
hair and wee legs. 


Staaar Trekkin’ 
across the 
Universe, on the 
starship 

Enterprise, under 
Captain...Picard? 


10 
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The Battle is about to begin! 

The year is 2636 and Earth is faced with the threat of a 
massive invasion. The mad, mutant alien rebels are back 
with a vengeance, looking for their revenge - the anihilation 
of the human race. 

Earth’s only hope is the PROBOTECTOR, the strongest 
fighting robots in history, but will they be enough? Can they 
destroy these miserable mutants in time to save the world.. 


Original 


Seal of 
Quality 


Distribution; Bandai UK Ltd. (UK), Unit 26/27 
Fareham Industrial Park, Fareham, Hants PO 16 8XB 



















M ecarobot Golf may be a 
normal and indeed impressive 
golf game, but the plot is a lot 
more than just weird. It*s bizarre. It’s 
outlandish and it makes no sense at all. 

Apparently, you are a robot with a 
human brain, but sadly no heart. Your golfing 
abilities are unmatched, sort of like 
Robofaldo. Your family don’t know that you 
are dead and a robot and will happily play 
golf with you. They would be very upset if 
they realised. 

The game itself uses fairly fast mode 
seven graphics that follow the course of the 
ball once struck. 

This technique was used rather (albeit 
unsuccessfully) in PGA Tour from Electronic 
Arts. This time though, the programmers 


Toho, seem to have got it just about right. 
The graphics are slick and realistic and the 
game has all the normal golfing thrills and 
frills. 

Look out for a Japanese release shortly 
and an American release In May. 


A man can get mighty tired of killin’ and jumpin’ and 
suchlike. Comes a time when a fellow just wants to 
pick up his old fishin’ pole and hanker down to some 
good old fashioned anglin’. Course it was different in my day, 
y’ understand. Fish these days is ail mussed up, what with 
chemicals an’ new fangied stuff like that. They say there’s only 


This Is the evil 3lack Bass, but don’t 
worry kids. It hasn’t come to invade 
the Universe or anything. 


This golfing robot has a sad 
story to tell. With any luck, the 
forthcoming game will be a 
little less sad. Nice use of 
mode seven though. 


one fish worth catchin’ these days and it’s up at old Icabod’sa 
more Creek. It’s a Black Bass mind, an’ they say there aint’ a 


more ornery critter this side of Bangor, Maine. 


Yes my friends. Black Bass Fishing is about to hanker down your 



























D D 


At last you can program any combination of moves onto one fire button to give you 
the power to beat the best of today’s video games such as Streetfighter2 by Capcom 

AVAILABLE ONLY FOR THE SUPER NINTENDO ENTERTAINMENT SYSTEM 


Main Features Include... 

• Action Sequence Learning Facility 

• LC D Display 

• Autofire 

• Slow motion 


Solid Steel Steel Shaft 
Robust Metal Cabinet 
Arcade Quality Switches 
Extra Long Connector Cable 


SUGGESTED RETAIL PRICE £69.99 INC. VAT. 


Another winning product from. 


a*"!; 


AVAILABLE FROM ALL GOOD COMPUTER STOCKISTS 

Nintendo and Nintendo Entertainment System are trademarks of Nintendo KabushikiKaisha iNintendo Company Ltd i Japan)). 






Vllllliilll** 





^'4Gaz;/v£. 


ywmunr 

^ •>iij 


£XEC 13 TED - 85 

gamesmaster magazine 

.^^irrAV 


CNinfencjuj 


OF THE YEAR 


G. I. Ant'" is a soldier ant He's extremely clever, and hishly trained in 
tactical manoeuvres. What's more he's extraordinarily strong and 
super smart! His latest mission is to gain access to the crazy world of 
Captain Rat's Treasure Caves. Very straishtforwarcl...NOT! 

You see, this particular cave is a tunnel entrance to Domino Domain - a mini-world 
comprised of nine different continents. G.I. must negotiate many screens of 

_ mind-teasing problems. Each level has a door 

to the next. To open the door, the 'Trigger" 
domino-block must be felled by causing a 
■ chain reaction with all of the other domino- 

H| I blocks in that level. 

Pretty easy...NOT! 
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Ocean Software Limiteci 2 Castle Street Castlefieid Manchester M3 4LZ 


1992 RED RAT SOFTWARE/ OCEAN SOFTWARE LIMITED 
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W elcome to the 
rewiew sieetioii 
grentleffilk and 
what a corker it is too. 
Lots of big: name, top 
grames and quite a couple 
of tragric efforts just to 
balance thingrs off. 

Mothing* from THQ this 
month though, s<» we're 
afraid the comedy ¥alue 
has dropped Just a little. 


Hopefully though, this 
situation will hawe been 
remedied by next month 
when we will get our 
hands on their wersion of 
Wayne's World. It should 
be excellent...not! 

No, on with the show^ 
but listen up, the review 
section will have a few 
important changes next 
months seeya soon! 



XHe Gfciines of Doom 

Super Star Ware........................—— ——‘-—IS 

Jimmy Connora Pro Tennis— ——.—20 
Bulls Vs Blazers—.————24 

Spindizzy Worlds..........——————-——.-28 

NBA All Star Challenge - 32 

Wordtrls _ 30 

Boris ...........................................................40 

Lethal Weapon -—.......—.......—.--.......-.42 

King of the Bally.........................................44 

Joe and Mac 2 ..........................................40 

Tiny Toons ..................................................00 

Fist of the North Star...........................- 04 

Super FI Hero.............................................08 

Ranma 2ii..............................................—.02 

Allen Vs Predator -—........—.....................OS 
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Chester Cheetah....................... — ..............74 







Eclitor: FranIc O'Connor 

Frank went to lae Vet^ae last month 
to cover the Consumer Electronics 
6how. The spawny ^et. He says it 
was all business and no pleasure, but 
a call from an an^ry Ve^as showgirl 
shed new li^ht on the situation. Also, 
a nice Italian fellow called 6carface 
5carlucci phoned, something about 
^amblin^ and concrete shoes. 

Deputy Editor SImon KIrrane 

Simon as you can see, has had this 
rather unsavoury photograph taken 
in profile. That’s because, on a recent 
trip to Israel, a mosq^uito chewed half 
his face off. He claims he was a bi^ 
hit with all the chicks over there, but 
we heard he spent all his time hiding 
in a tent, afraid to ^o out in case a 
snake ate him. Not very butch, is he? 

Staff Writer. Steve Atherton 

DJ Trax, as he is more commonly 
known, has been spinning some rare 
grooves at some of Britain’s most 
famous clubs. The Arkleydale Colliery 
Working Men’s club and Mrs Mi^^in’s 
Saturday Bridge Club. Our PJ Soy 
knows no limits. He has been made 
to suffer this month though, 
because we think he ate the cat. 




Art Editor Ian K. UncIaIe 

Ian spent quite a lot of money in 
Soots this month. He’s ^ettin^ into 
make-up in quite a bi^ way. Ian’s tip 
for this month is that more is less. 
He recommends a li^ht moisturiser, 
followed by a natural foundation. 
Lipstick can be any colour you please, 
but make sure it echoes your 
mascara. Oh and wear a dress too. 

Ultra Babe LisA Craqq 

Some fool left a copy of Cosmo near 
Lisa’s desk and she’s been spouting 
crazed, rabid, feminist nonsense all 
month lon^. She says she refuses to 
work unless we ^ive her free make-up 
and a dolly. As you can see, the dizzy 
strumpet is a bit cute, so she keeps 
^ettin^ saucy fan mail from some of 
our stranger readers. 

Art Assistant: Jiivibob Eaqers 

You see this picture? That’s Jim bob 
that is. That’s Jimbob at his most 
handsome. That’s Jimbob trying to 
look like Tom Cruise. Jim is dead u^ly 
in real life and all the ^irls say so. He 
looks like a bulldog chewing a wasp. 
Still, he shows remarkable dignity 
considering his condition, much like 
the Elephant Man. 
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■ used to have a LIghtsaber. Yep mine glowed too 
and I even bought batteries for it whenever the tip 
started to dim a bit. Still It was worth it as to be 
Jedi Supreme, to be able to manipulate The Force 
meant eating tea when and where you liked. 

Star Wars is nearly 15 years old. 15 years. It took about 
ten years to get onto video and just as long before Christmas 
day had a few spare hours to fill. Despite all this it has to be 
one of the best science-fiction films of all time. The effects 
were the best ever seen, although to be perfectly honest the 
only competition at that time was maybe the odd hub cap and 
rubber suit for an aliens. Did you know that the Mormons 
were a large financial backer? Hence the lack of sex and the 
inevitable wasted hours on heartache. Also, (show of 
knowledge) only two percent of the population have 
not seen the movie. 

Just about everyone has heard of the SNES game I 
too though, seemed the incredible 35 out of 36 that 
Nintendo quality control gave it meant that it was 
destined for the rave reviews from just about every 
interested party, (i.e. Us). The story line follows the 
film and involves every aspect with all your favourite 
creatures and the big bad and strangely attractive ^ 

Darth Vader. Poor Darth. Whenever anyone covers 
their nose and mouth it becomes time to say “You are 
Strong” or “Stay in Attack Formation”. Sad but strangely true. 
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Oh dear. 

You 1 

seem to be 

trapped 

in a 

sandpit 

with 

only a 

killer 

worm to 

play 

1 with. 


sTORrriTRoopeR 

Before you even start playing the game you will be impressed 
major style by the music. This is serious stuff with the entire 
score recreated on the humble unit in all its PCM glory. Now 
don’t go thinking there are any differences in the reproduction, 
it is exactly the same. There are even some digitised voice bits 
telling you in no uncertain terms to ‘Use the Force” and to top 
it all on the continue screen Darth stares at you with his slight 
breathing problem, what with just a small straw for oxygen 
and all that. 

To be entirely honest here the plot is not a complete ren¬ 
dition of the film with the odd extra bad guy thrown in for 
good measure. I have it on high authority that at the end of 
Stage Eight, the Cantina Fight the monster you 
battle is from the chess set that Chewy and Han 
play during the voyage to the planet of small 
fragments or ex-home of the Resistance. 

The game takes 14 levels to complete and 
the climax for want of a better word arrives in 
the 3-D X-Wing Fighter sequence where - you 
guessed it, a small hole appears for which you 
just happen to have a bomb that fits. Most of the 
game Is side-scrolling run and shoot with some 
fantastic backgrounds to admire. Luke is not the 
only character that you get to play though, after 
finding the key characters in the plot the roles switch and 
Luke gets his deserved rest to go off and do something 
constructive like wave his saber around to small floating 
machines while blindfolded. 




It 15 the attention to detail 
that makes this ^ame such 
an all time classic. 




At the every first scene hang 
around for a bit shooting 
anything that moves. After a 
good few minutes a blaster 
power up will appear. 
Collect this then proceed to 
where the green Worn prats 
first appear. Here you can 
shoot the creatures for yet 
further power ups to your 
laser. After three or four 
power ups the laser is strong 
enough to quickly dispense 
with the first end of level 
baddy. (Sarlacc Worm). 
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‘Game Boy' are trader 



SUPER TROOPER 

Since there is no chance of getting to the X-Wing Fighter part in 
your first days as a Jedi Knight you are going to be most impressed 
by the Land speeder sections. These involve playing around in an 
F-Zero environment shooting Jawas for all you are worth. The 
speed of this section and the sheer smoothness has to be seen to be 
believed with the option of taking to the skies and shooting over 
large ravines. 

The object is to head towards the Sandcrawler and getting in 
the way are not only the Jawas with their little cute ships but also 
some Womprats which provide an interesting distraction. The 
Landspeeder sections are repeated twice throughout the game, in 
levels two and six with the same task to complete but with the diffi¬ 




culty level increased. It goes without saying the old mode 
seven makes its usual breathtaking appearance with some 
of the smoothest and fastest scrolling I have ever seen. 

Between scenes and on completion of each level 
there is some fantastic dialogue that sets the mood of the 
story. No animation is used but it all seems convincing with 
the camera scrolling towards the character providing the 
dialogue. The best scene Is the apparition of Princess Leila 
by R2-D2 that signals the start of a particularly nasty 
level....The effect of these snips of film is to explain the dis¬ 
crepancies between the film and the games plot. 


You made it! Top of the 
^ Sandcrawler and 
everything seems fine. 
Until the gun turrets 
announce their presence. 


of you completing it within days 
like many other games I could ^ 

mention. This is not really a prob- 5 "t G L/ © d "t h G F "t CD FT 

lem as to be quite honest making 
the whole experience last as long 

as possible is the best course of action. Amazing music^ fantastic graphics, wonder- 
full gameplay....! could go on for some time. I imagine everyone is desperate to fly 
the X-Wing fighter which'looks the best sequence of the lot but take time to appre¬ 
ciate not only the Mode seven but the sheer detail which has been lavished on the 
game. This ranks as one of the best games I tiave ever played, despite my pet hate 
for shoot ’em ups and platform types. No doubt we will be receiving loads and 
loads of cheats for this, it will be very popular despite being so complicated. 


A^do 


















Extra lives! Here is a fantastic 
little trick which sives you up 
to 98 extra lives to play with. 
Assuming you made it to the 
Sandpeople level then jump 
off the second cliff face. 
Press left and you can run 
into a cave full of extra Lukes! 
Since you can only grab 
about five or six at a time just 
jump off the cliff to reset the 
level. Repeat the whole 
process till you have enough 
lives to more than likely 
complete the game. 


sonics_97% 

GaniePLay.........93% 

:La5TaBILITy....90% 


just like the movie. Scar Wars the game 
ends in the Dea*> Star trench. Just 
before heading off for the final 
encounter. Luke informs his fellow pilots 
that flying down this trench would be 
just like shooting Womprats back home 
on Tatooine. As we discovered earlier in 
the game. Womprats are gigantic and so 
Luke win probably be responsible for the 
deaths of half his mates. The Death Star 
trench is tiny and runs around the cir¬ 
cumference of the huge battle station. At 
the far end of 
% that trench is a small exhaust port. 

^ Funnily enough, this port 'eads directly 

to a big dangerous thing at the heart of 
the Death Star. Very convenient. A 
direct hit here will send a photon tor- 
pedo straight down the middle, result- 
ing in the best bang since the big one. In 
V’ meantime, you have to fend off the 

less than amorous attentions of a 
f squadron of TIE fighters. Darth Vader is 
among them and you confront him last. 
Send him spinning off into space and 
you can finish off the Death Star at last. 


TELL ME VOtJIfrG t WKE. WMRT 
BRINSS YOU OUT THIS FOR, 


Lava 3eaet. 3\0 and 
very difficult to kill. 
Looks real u^ly too. 


It sure is fun 
bouncing shots 
off the walls. 


This is what you 
mi^ht call an 
end of level 
warm-up 
monster. Killing 
this creature 
powers the 
weapon up for 
the bi^ end of 
level sequence. 


H ■ Hell fr'ankly, I hated it. It stinks 
■ ■ lof old wee and only a com- 
^■B^rplete spamhead would buy it. 
Nah! Only joking! It’s a super dream 
treat of incredible proportions. The 
graphics are dead juicy and groovy and 
the music is easily the best so far on 
the Super Nintendo. The way the tunes 
interact with the on screen action has 
to be heard to be believed. The game- 
play is superb. The mixture of driving, 
shooting and platform action lends real 
variety to the proceedings and you’ll 
have to be dragged, kicking and 
screaming away from your machine. If 
there were any faults then we haven’t 
found them yet. Darn! near peiTect-and 
Lucasfilm can be very happy with this. 
Get it. You know you want to. 




• 

* i 



























'Nintendo’, ‘NES’. 'Super NES’ and 'Game Boy’ are trademarks of Nintendo of America Inc. All screen shots are copyright of Nintendo of America Inc. All 
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Getting ready to 
receive a serve, but 
are you really 
prepared? 


mi comjcjfi 






Jimmy 
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Tennis would be boring if you had to play it all on one surface. Fortunately for us, its 
evolution through the ages means that the sport can be played on many surfaces. In 
Jimmy Connors Pro Tennis Tour, you can choose from four. The first and most obvi¬ 
ous of these is grass. This was the surface used when the game was invented and it 
has a nice, firm bounce and little in the way of surprises. Players use the surface to 
their own advantage when hitting shots, but it can prove difficult when you are 
running at speed. 

The second surface is clay. A couple of hundred years ago, British royalty decided 
to move the game indoors and obviously this meant grass was out of the question. 
Clay deadens the ball on impact and the slightly absorbent nature of the stuff makes 
the bounce of the ball a little unpredictable. 

Hard is the third surface and this has a lot in common with 
the stuff they use to put on roofs nowa¬ 
days. It’s smoothish, but with a gritty sur¬ 
face and any contact with bare skin will 
result In terminal chafing. The ball 
bounces fast and high on this surface and 
it Is very predictable. 

The final surface is Indoor. This is 
perfectly smooth and a sort of rubbery 
type thingy. When the ball hits. It slows a 
little and bounces high. While playing the 
game, the sound effects echo as if to 
emphasise the fact that you are playing 
indoors. All these surfaces make a subtle 
difference and long term play will lead to 
real mastery of the surfaces. 


H remember a couple of years ago, before the ham- 
B burgers and the chocolate, before the late nights 
R and the long lies, I was dead fit. Honestly, I could do 
five million press-ups on one finger and somersault 
through blazing hoops of fire. Nowadays however, it’s a 
different story. I get out of breath just watching foot¬ 
ball on telly, I get light headed trying to open a carton 
of milk and even my cigarettes seem 
to be getting heavier. Seriously 
though, a sport that requires more fit¬ 
ness than can possibly be decent, is the 
subject of this review. Tennis. 

Royals have played this sport for cen¬ 
turies, with tennis courts being present in all 
the great European palaces. Since the royals 
tend to be inbred and chinless, we can take 
it for granted that the sport requires little in 
the way of brains. What it does require 
however, is fitness, timing and a great deal of 
skill. It also helps to be spoiled, petulant and 
bad tempered. If you’re British, you can kiss 
any chance of success goodbye. The British 
have won nothing of note for more than a 
decade in this sport and as a result, the hero 
of this game is American ace, jimmy 
Connors. I mean seriously, how much credibility would 
“Annabel Croft’s Not Very Good Tennis Tour’’ have? 
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Tennis requires a lot of 
stamina, ^ood timing and 
li^htnin^ fast reflexes. That 
explains why none of the 
Super Action staff can do it. 














































connoRS^ 

Tinriis tour ^ 




The indoor eurface 
\e artificial and 
therefore very 
predictable. Nice 
echo though. 


If statistics are your 
thin^, then you are well 
catered for in this 
^ame. 


HEAD TO HEAD 
STATISTICS 


-CONNORS 4 


THG UJORLD 

Northern Soul Diva Lisa Stansfield claims to have “Been around 
the World, looking for her baby.” As yet, there is no sign of 
the missing child, but we’ll keep you posted. Jimmy Connors 
however, has indeed been around the world successfully and 
this game gives you the chance to follow him. You can select 
a tournament option, which gives 
you a list of matches, moving 
around the globe as you do so. 
The opponents and venues change 
with each different country, the 
court surfaces and skill levels 
adjusting accordingly. 

The countries you can visit 
include Britain, America and 
Australia, as well as less likely 
venues such as India and Japan. 
Opponents are not necessarily 
from the host countries however. 
This adds a great deal of interest if 
you have to play the game on your 
own. Obviously this kind of game is 
best enjoyed against a friend, or 
perhaps an aged and bewildered 
relative who you could beat with 
considerable ease. If however your 
body odour and lack of social grace 
have left you with no friends, then 
the tournament option Is an attrac¬ 
tive one. 
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TEAM POINTS 


DO 03 39 


CONNORS O 
“MUELLER r 


This clay surface 
causes the ball to 
bounce in an 
unpredictable way. 


1ST SERVE . IQO v: 

1ST SERVE WON 50 X 

ACES ... - 5 

doublL faults, .. . . ,o 

SKjHgSf iPlIB lA? RBB 

errors s 

NET approaches 6 

sue- NET APPROACHES 33 
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HOLD on - rni cominG 

Tennis games are becoming a little less than 
rare on the Super Nintendo and so the danger 
is that they might all end up the same. David 
Crane’s Amazing Tennis tried to inject its own 
brand of juice with the addition of a rather new 
perspective. Sadly though, the gameplay was 
almost identical to that of Super Tennis. 
Although this meant that there was no real 
difference in gameplay, many people still opt 
for Super Tennis because they prefer the plan 
view perspective. 

Jimmy Connors looks almost identical to 
Super Tennis. The difference is in the control 
method. The same shots apply. You can lob, 
smash, volley and all the rest of it, but the timing is way different If you press a button 
and hold it down, the on-screen player will pull back his hand and hold It there, his 
tennis raquet ready to swing. 

In most tennis games, pressing the button is a fairly final event. No going 
back. This at least allows you to hold the swing until the ball reaches you. This can be 
a real pain in the rear, when you first play, you’ll curse and scream. When you get 
used to it however, you’ll discover that It Introduces a subtle and enjoyable change. 
You have to think about shots a little more and rely less on sheer reflex. Is this 
ail good? You decide. 
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Jimmy was never 
very (^ood playing 
cloee to the net. 
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Playing doubles 
increases the pace 
and the enjoyment. 
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ST6l/e aTHERTOn 

L ucky old Jimmy. He finished with 
real tennis, you know the one 
that makes you out of breath and 
now he just happens to have 
programmed a SNES. Still, the game is 
really quite good, the graphics do the 
job with the ball it*s quite easy to fol¬ 
low. A good all rdund game that works 
for me though playing in the snow 
seemed a bit silty. Control is simple 
enough, the choice of buttons quite logi¬ 
cal after a while 
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Jimmy Connors has become a legend in his own lifetime. 
Everyone has heard of him, but few realise just what an incredi¬ 
ble tennis player he really was. Jimmy Connors was actually 
ranked Number One in the World for 
an Incredible 159 weeks. That, believe it 
or not, is the longest unbroken hold on 
the number one spot in the history of 
men’s tennis. Pretty impressive, huh? 

Apart from this amazing fact, he also 
holds a record of an amazing 109 singles 
titles. Again, this is more than any other 
male tennis player. 

To date, he has in his possession 
trophies for eight Grand Slam 
Championships, five US Open champi¬ 
onships, two WImbeldon titles and the 
Australian Open. What a guy! Sadly 
though, years of cake abuse have left him 
with a slight paunch and he will never be 
the same again. 


rmo AKfRA 
M/W-COrt OHARA 


Recently though, he beat Martina 
Navratilova in a Tennis match to prove 
that men were better at tennis than 
women, or did I dream that part? 


Chan^in^ the court 
surface changes the way 
the ball bounces an<;l 
reactions must follow. 
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H ave you seen that coffee advert 
on the telly? The one with 
Andre Agassi? You know, that 

celebrity just happens to pop in for a 

chat. Oh, that happens all the time at PrSFlk O’ConnOf 
my house. Oh, there goes the doorbell, I 
wonder if it’s John McEnroe, or even 
Bjorn Borg. Hey, you never know your 
luck, it might be Annabel Croft or that 
one Cliff Richard was shacked up with. 

Oh God, I’ve gone off on a tangent 
again. Sorry. Jimmy Connors is smart. 

It’s not as good as Super Tennis In 
terms of gameplay, but it does have 
loads more options. That’s the thing 
about Super Tennis though. It is to -ten¬ 
nis games what Mario is to platform 
games. It’s not really fair to compare 
them with other games in the genre. 

Having said that, you can have ten, 

maybe twenty platform games jn your collection and it’s cool, but more than one 
tennis game would be sick. It’s up to you. As a one player tennis game in its own 
right, Jimmy Connors is a fabulous piece of software, but as a two player competi¬ 
tive game, it’s game set and match to Super Tennis. Sorry folks, it’s great, but 
what’s the point? 


Frank O’Connor 


IJIMO AKIRA 
TALCOn OHARA 
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D o you fancy your chances as Michael Jordan? Think you can fill the 
boots of Larry Bird? Personally the idea of becoming a seven foot 
air-o-naut doesn't really appeal, for a kick off why do basketball 
courts always smell that way? Why do basketballs always seem to bounce 
around all on there own and when I get hold of them they just rest on the 
floor? (You’re quite pathetic at sports aren’t you Simon? - Ed.). Also why is 
everybody so tall? It all seems slightly hightest to me. 

OK so I may be just a little prejudiced against Basketball, but believe me I won’t 
let that get In the way of my impartial reviewing system. Yeah right. 

The game is based upon the famous NBA Championship of 1992 - when the 
Chicago Bulls were victors over the Portland Trallblazers, after a nail biting series. 
Don’t fret though as you can play as 
a whole gamut of teams including all 
your favourite players. Magic 
Johnson’s still In there - you see 
video games don’t discriminate 
against AIDS sufferers like the real 
world does. 


BULLS 





Juet about 
every team in 
the American 
World \e here. 


It sure 0 eto 
crowded 
around the 
net, it seems 
everyone wants 
a piece of the 
action. 


Thainks* Bitvgp! The hot 
Celtics come to 
Portl.ar»<l led b'rf 
Bi rd . 




Helcome to BASN’s 
,1 complete coMera.<9e of 
e>ccitiT>9 NBA action! 


SQueeKin' sn€aK6RS 

The lay out of the game Is a side on view that scrolls left and right with the action. 
There are plenty of sprites nipping about the screen in the guise of players and the 
sound effects are quite realistic. Nothing sounds quite like a basketball bouncing on 
the floor of a draughty sports hall, and there is nothing as annoying as squeaking 
sneakers - still they’re all here. 

The crowd are present, both visually and audibly and It was pretty unnerving that 
every time I pulled off a hot shot they all booed me - come on it’s not as though they 
know me or anything, what did I do wrong? 

The options on the game are a one off game or a 
Tournament that you play through until you become champi¬ 
ons or - more often than not you get knocked out. 

In the two player mode you can choose to go In for a 
match versus your pal or recruit him as the other half of your 
team to beat the SNES. Also you can play an Arcade bounce 
about or a simulation. The Arcade game is a frantic game 
where players never tire and fouls aren’t recorded. If you play 
simulation though you 
have to take note of how 
your players are doing in 
the breathless stakes, also 
the ref is keeping an eye 
on all the fouls, so if you 
don’t watch your back 
you’ll be out on your ear - 
if you see what I mean. 

The gradations of dif¬ 
ficulty come in the form of 
periods in the season - 
pre-season Is the easiest 
choice. It’s less intense and 
body contact is at a mini¬ 
mum, this builds up 
through Reg-Season to 
Showtime where the 
amount of speed play is 
magnified 
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SHaRP SHOOTERS 

The teams you play as all keep their 
own characteristics so that strong offen¬ 
sive teams play as strong offensive teams 
should. However if you mess with their 
positionsthey get all messed up and 
make mistakes for you. 

This is the trademark of the game 
really. Everything has been sussed out 
statistically and players all act as they do 
in the real world performing the actual 
shots they perform In that same real 
world. Larry Bird Is capable of a Fade 
Away Jump Shot, Isiah Thomas will 
deliver a Spinning 360 Lay-Up and the 
famous Vlade Divac (who) will give the 
goods in the form of a Fake Drive 2- 
Hand Slam. It’s all Greek to me I’m 
afraid, what kind of name is Vlade any¬ 
way, he sounds like a car or something. 

These specialist shots, called 
Marquees are pretty difficult to pull off 
and you have to make sure your man is 
in the right place at the right time 
before you even attempt them. 

Also you have to be sure that you 
take your shot within the 24 second 
barrier that the NBA introduced. There 
is a clock in the centre of the screen 
which shows you this count down - you 
have to be aware of it or you’ll be 
smothered in violations. 
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lueLcome sports pans! 

The inclusion of the EA Sports Channel Is a wild and crazy 
Innovation - well mildly interesting at any rate. A regular 
smarmy sports anchor man introduces the game with that 
strange enthusiasm these chaps always seem to have. Are they 
all that interested in the games they are showing? I wouldn’t 
mind but It’s yet another American 
thing, you wouldn’t find that old 
smoothy Des Lynam going out of his 
mind at a meet. The American chaps 
though enthuse wildly about everything 
they touch from WWF to conkers - I 
suppose David Coleman Is the only 
exception to this rule. 

At half time the same guy raises his 
ugly head again to let you know how all 
the other games in the league are doing. 

This Is mostly as an introduction to 
more stats screen - these are hands-on 
and you can change the lay out of your 
squad. The sports channel is not a mas¬ 
sive part of the game but it is a nice and 
professional touch. American sports are 
Incomplete without these links. With it 
though a further ambience of the game 
is gained - you can smell the sweat of 
the court and the dry cleaning fluid com¬ 
ing from this guy’s blazer. 


» forget that every 

» move you make will be 
* ' ^ reported on the EA 

Sports Channel. Oh dear. 




PORTLAND 
TRAIL BLAZERS 
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Team TRiaLS 

The teams in the game are all the famous or infamous teams from both the Eastern 
and Western conferences - as far as I’m concerned the two teams in the title are the 
only ones I hadn’t heard of. Still I’m sure neither the Bulls nor the Blazers are going to 
be put out by this fact. The Lakers are in there though as are the Celtics 
the finest names you’ve heard. There’s Olden Polydice for 
the Los Angeles Clippers, Sarunus Marciulionis for the 
Golden State Warriors and even Mookie Blaylock out of 
the New Jersey Nets. 

I don’t know how these people do it - if you want to 
be a high achiever in England it’s good to have a weird 
name so that you stand out. If you want to just be a regular 
person in America though you’ve got to be named after a 
washing machine or a star constellation. 

So all the teams are included as are that great 
American fixation - statistics - the most anally retentive of 
nations, every sport they watch comes complete with 
Einstelnlan notations, formulas and figures. Here the figures 
are full player statistics that divide between the starters 
and subs on a team, show their fatigue rate (only relevant 
In Tournament mode). You also get shirt number, number 
of fouls made height and position. 

The Year Statistics cover both offence and defence 
and show the team’s offensive or defensive stats. Field goal 
and free throw percentages are found In Offence, along 
with the average points per game and assist (team-mate 
passes directly preceding a basket). The Defence stats 
show, personal fouls, blocks, steals and rebounds. These 
are the stats for the 1991-2 season on which the game is 
based and they never change. 

You can also bring up stats on the game you are playing 
In. This lists all the action and makes the bunch of sweaty guys 
running around the court in hi-tops seem on paper like a year¬ 
ly tax return. The game stats include attempted field goal, 
actual field goals, you know the scam, this game has statistics 
coming out of its ears. 



T here isn’t a great amount to 
strongly criticise here, every- 
thing is more or less proficient 
but none of it would stop you in your 
sneakers and sweat top to pull yoji 

away from a bit of bit of one on one - 5 j pp Kirr3nG 

if you follow my drift. The graphics are 
OK but with so many players flailing 
about the court it’s difficult to get 
involved in the action. SdUnds are fine - 
though not a patch on NCAA basketball, ^ 
which is rapidly turning into an ofd 
standard in the Super Action office. 

Nope I don’t think you should waste 
money on this little trinket, you can get 
a fair two player game out of it but the 
same can still be said of Ping Pong* the 
beepy game from the ’70s. Also you 
have a fantastic recording system that , 
is constsntly recording the last 30 sec¬ 
onds or so, you can fast forward, 

rewind pause - everything that is' needed for the sad egomaniac. Don’t forget too 
that there are a lot of statistics in the game but these are so sleep inducing it’s 
untrue, it may well give some depth to the game - at least I’m sure that’s what the 
argument would be. Stay clear of this and you won’t go far wrong. 




Simon Kirrane 
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Here we 0O, the 
apace le made and 
the star heads for 
the hoop. 
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The tip off is a 
tense moment 
but try not to 
jump the ^un. 


W ell, what can I tell you? 

It’s another scroll/ basket¬ 
ball game with loads of 
different teams and a net at each 
end. To be fair, this is better 
presented than most and has all ’ F“r3nl< O’Connor 
the hallmarks of an Electronic Arts 
product. The graphics are nothing 

to write home about, but they are detailed and well ajiimated. The sound is a bit 
disappointing and the noise of the crowd booing does little to lift those spirits. Still, 
it’s fast, furious and more than amusing for a few hours. If you want a really classic 
basketball game though, then I would suggest you take a look at NCAA Basketball, 
the nice 3D version of the game. ^ 
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It’s the perspective 
that throws everyone, 
but practice makes 
perfect as they say. 


Just about every¬ 
thing ^ets in your 
way...well, everything 
but stairs that is. 


T his is getting way out of hand, I seem to be get¬ 
ting all the weird and wonderful character 
games. They gave me Q-Bert, they force fed 
me Syvalion and now they pass me the Vaseline and a 
large box containing Gerald, the Spindizzy hero of the 
solar system. 

The story surrounding the reason for the existence of 
such a name goes a bit like this. The Spindizzy World system 
has suddenly moved into our solar sys¬ 
tem. Humans study the array of planets 
with much interest and discover that 
they contain highly Irregular surfaces and 
are littered with jewels. The irregular 
surfaces seem to be shaped roughly like 
mazes and the planets also have a 
strange tendency to blow up should all 
the jewels be collected or absorbed. 

No human could be found to 
undertake this mission so GERALD has 
been sent. This Gerald unit has been 
equipped to survey the planet surfaces, 
collect and absorb for energy the jewels 
and eventually rid our known system of 
the Spindizzy menace. 


















REBOUnD 

So, the world is suffering from terrible 
earthquakes, tides are abnormal and a 
mission leader is required. The world 
holds its breath. They give the job to 
you. Now the public has a habit of 
expressing themselves in no uncertain 
terms In the newspapers and on TV. 
Even the most experienced and highly 
trained chancellor, triple degree in eco¬ 
nomics and all that comes under fire for 
making the odd small mistake. You how¬ 
ever have the somewhat different posi¬ 
tion of being able to save the world as 
many times as you like, making 
multiple mistakes and being 
downright embarrassing for no 
outcry other than for hogging the 
portable TV. The wonders of 
console gaming. 

Gerald is somewhat odd in 
appearance, he resembles a spin¬ 
ning top with a few go-faster 
stripes stuck on for good mea¬ 
sure. Powered only by the ener¬ 
gy gained from crystal absorbing 
the plucky spinning hero bobs his 
way from obstacle to obstacle. 

Boy are there some serious 
obstacles to get around, I made 
the small mistake of attempting 
one of the official worlds straight 
away (being a reviewer and all 
that) and was rewarded by what 
looked like a graphic explosion 
and just over ten seconds to 
achieve it all. The world it might 
appear, might have to wait a 
while for planet peace. 
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The lift can only 
be activated by 
a certain 
combination of 
buttons. These are 
found at the four 
corners of the 
playing area. 


What do 0ems 
mean? ( 5 ems mean 
power. Power 
means a longer go. 


BaTTL€ TOPS 

The word on the street is buttons. Buttons are the key to many parts of this game 
with lifts and exits being manipulated by jumping on or rolling over them. A lift might 
be the only way of getting a particularly hard to get crystal or finding a switch to 
remove a nasty obstacle. Once again take note of both the position and colour of the 
button. When the game gets really going you will find that some obstacles move slow¬ 
ly open then start closing again so rapid use of both accelerator and brake is needed 
to speed through, before you are crushed in the attempt. 

Some Spindizzy worlds have major Inclines and gradients to traverse. These also 
use the force of gravity to great effect, that is old Gerald seems to want to reside at 
the bottom of each hill. It normally ends in tears. Every incline has a silver urmm... 
crest though with the ability to jump off and on to another part, a short cut so to 
speak opens itself up. You need plenty of speed though and some leaps are just plain 
not possible. The high jumps and ramps have been set Into certain positions so to 

allow some quality jumping 
but you need precise con¬ 
trol of your little friend to 
make them, wandering just 
a tad off course means land¬ 
ing well off the mark and 
the brakes won’t save you 
from falling off. 


Suitches 


Suitches 

control 

other objects 


m 

4K 


Ramps! Arghh! Ramps 
mean gravity. Gravity 
means speed. Speed 
means that certain 
lack of control. 


CR055RRE 

If you have never played this game before, or anything like it then I strongly advise you 
to attempt the training worlds. They, well, break you in so to speak with some nice 
easy problems and the odd bit of advice on Gerald handling. You are going to 
encounter just about every type of terrain and obstacle in your travels so practice the 
control method till you can navigate both quickly and with great accuracy. 

Control is simple with accelerate, direction and break being the only buttons 
used in actual motion. For added perspective, since this game is viewed from the off¬ 
set above position the top L and R buttons allow the scenery to revolve around the 
Gerald unit. Confused? I was, especially when it was accidentally pressed and it looked 
like a different world. The control of the unit seems pretty difficult at first with the 
same left is right syndrome as in Q-Bert and subsequently under pressure you tend to 

hop off the world currently being 
conquered. 

To conquer a world as I said 
some serious navigation is required, 
not only over weird terrain but also 
through some complicated switch 
sequences. Landing on a switch will 
raise or lower certain obstacles 
allowing clear passage. Some switch¬ 
es can be found miles away from 
the obstacle so remember both the 
position and the colour of the 
switch- no doubt you will have to 
return to It a bit later. 
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I’ve been going on a lot about the obstacles and have only touched the tip so to speak 
so here is the full story,. The complete ‘we reveal’ so to speak. 

PUSH SWITCH - move lifts or doors, have various effects remember to 
activate every one. 

ARROW SWITCH - Similar to the above, but are activated by passing 
over them in the direction of the arrow. They switch off again when passed over the 
wrong way. 

LIFTS - Activated by switches, allow access to difficult areas and can be 
jumped off but tend to kill you If done too high up. 

TRAMPOLINE - Bounce you across nasty areas both forward and back, 
need some serious height to get you going though. 

ICE - Nasty one this, makes smooth movement of any description near impos¬ 
sible, also don’t stay still for too long as this does a bit of damage to the unit. 

DANGEROUS THINGS - Any funny shaped article lying around is 
bound to be bad news so steer clear, steer well clear as they drain energy at a great 
rate of knots. 

ALIENS - Yep, people or things live in Spindizzy land and they are not nice. 
They wander around sort of zombie like with the ability once again like their static 
cousins to drain your vital signs. Avoid. 

FLAGS - Should these blink at all then head for them as it gives Immunity 
from aliens. For a short while only mind. 


Ri^ht. The brown 
bits are very bouncy 
Jump on them and 
you make it across 
to the finish point. 
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Keep in mind that 
anything hostiie 
depletes energy. 


.V'> , 


The Traininc UJorld — 3 Guide 


Green Exit 
To remove the wierd 
obstacles activate the 
right switch. 


Red Exit 


Depress the 
right button for 
a crystal. 


plue Exit 


Practice 
direction switch 


movements. 


Yellow Exit 
Climb the ramp 
to locate the flag 
but don't forget 
the buttons! 


Lifts take you to 
the power crys¬ 
tals but watch 
your height. 
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Some levels seem just a bit too easy v\^ith only open turf, shaped 
a tad weird to traverse. Everything is fine. Until you notice the 
clock. Some worlds have what appears to be impossible time 
limits to beat. It takes about five or six goes just to figure out 
where you are expected to go let alone compete with the 
descending figures centre screen. 

Fortunately there is a feature which might just save the 
odd nasty experience with man and machine. Pressing pause 
shows the screen in its entire glory with the ability to scroll 
through the world and mark out any nasty obstacles that might 
cause some bother. This feature is especially useful when faced 
with an array of buttons or when you are worried that you 
BBWBBBBP I haven't activated the exit properly, or at all. 

HfHIIHmy The world or worlds you are set to discover are shown in 

a sort of Stella grand map with the object of destruction in 
absorbing each satellite world before the main, larger planet can be dispensed. These 
central worlds contain everything you have learned in the smaller worlds, and normal 
require some serious energy reserves to complete. Check your performance In either 
easy or hard mode by viewing the elapsed time you have taken to capture the system. 
Handy If things are going well, not such a good Idea If co-ordination is not your thang. 


sonics_75% 

Gafn6PLay.........87% 
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Don't fall from 
a ^reat height, 
it hurts. 


Everything is fine, 
that is ri^ht up to 
the point where you 
notice the clock 
counting down. 


I must admit to have played this one 

before and no doubt you have sussed >^ll llAldiBl I 

this out in the way I keep prattling 
on about the switches and short cuts, 
etc. Well it is a key part, honest. StiJI 
the game has been given a new lease of 

life and I think it is fantastic. People ai.lltfin_»ll 

new to the strange world of quirky his- 

large marble landing on the Gym floor 

(At first.) Great stuff. Pity the aliens 

were a let down, I wanted something dead scai 7 to take energy off me not some 
cutesy man with a aerial on his head. 


■ ■ Hhat a pleasant change this 
I I Iwas. Being a spinning top for 
Wpk^an afternoon I really got to 
appreciate my steady and none 
spinning life. Although this is nothing 
to look at, it does provide an infuriat¬ 
ing challenge to the gamesplayer.lt 
<axes your brain to the limits, at first 
because it takes ages to learn how to 
control it and then because there are 
loads of puzzles. There are a lot of dif¬ 
ferent modes to play In which ail add 
to the fun - though the timed sections 
are nigh-on Impossible. Not a bad buy. 
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Oh no ev'otythin^ io 
upelde dowr\\ Maybe 
someone was a tad 
generous with the 
Mr Sheen. 


Ri^ht. Eye the target 
first, 0 rip the ball 
then jump nearly 30 
feet hi^h. 
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S omething is seriously wrong with this funny old country of ours you 
know. I mean we have some really fantastic sports but we lack that 
certain commercial awareness of our American cousins. Take for 
instance Rugby, and Rugby Union for that matter. Now it is a respectable 
game is it not? Certainly is but it is an amateur game. You are not allowed 
to make money out of It, for yourself or for the game. Something, as I said 
is deeply wrong. 

Now the Americans have it right. They take a game, a pretty average game at 
that and turn it into big bucks. Mucho gelt and all that. So, If that wasn’t enough they 
go and dissect the game and turn various parts into a game in Itself. Only in America. 

NBA All-Star Challenge contains just about every aspect of this concept, with 
One-on-One, Free Throw, 3 Point Shoot-out, H.O.R.S.E and One on One 
Tournament catered for. Now you are confused aren’t you? I was. I thought all you 
had to do was simply throw the ball around a bit till It eventually ended up in the 
hoops situated at each end. I was wrong. Americans as they say play In a completely 
different ball park. 


FROnT LOT 

The Free Throw sub game Is based upon that tense moment when some poor old chap is 
fouled by and now has the somewhat dubious honour of throwing the ball a couple of feet 
into the net. Surrounded by both his team-mates and the entire members of the opposi¬ 
tion. I’m sure it must be a tense moment. It has to be I mean someone is bound to give the 
odd reference to your parental origins and put you off. I know I would. 

These super-stars of the hoop practice every day for ages and ages, they spend their 
entire college days playing the game and think of nothing else. Yet they still manage miss 
these ‘easy’ free shots - now you can too. The action all takes place In front of the basket 
(well where where else would it be) and ail you have to do is basket as many as you can 
out of the shots allocated. Sound easy? Well it is sort of, the shot is made when you see 
the moving cursor pass over the target area, namely a few inches above the hoop. Dabbing 
the A button releases the ball and then I’m afraid to say it appears a rather random selec¬ 
tion as to wether it goes In or not. You have some control over the hovering cursor, you 
have to fight the direction in the hope it will pass over just where you want it. 
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Go for the steal. In One on 
One always pester the 
opposition by trying to rip 
the ball away. Also be very 
careful I hanging around the 
net as no doubt you will be 
penalised. During the 3 Point 
Shootout or the H.O.R.S.E 
games, time the A button so 
that you release the ball at 
the height of the jump. This 
has the effect of making the 
shot a lot more acurate, and 
the ball travels higher too. 


BacK yaPD 

Nearly every American family has it’s own, very personal 
problems which it feels it must share with the rest of the world 
via the media of television. If Donahoue doesn’t relieve the 
personal and global pain then a bit of One-on-One in the back 
lot will. Parental bonding involves a lot of pushing and shoving 
and of course the obligatory high fives. 

In real life and in the NBA Challenge the 
one onone action is fast and ‘in your face’. 
Played on a half court there are fouls but no 
free throws and of course the eager thou¬ 
sands watching you. But what do you have to 
do exactly? Well If you imagine the whole 
basketball game, take away all the players 
except say you and an opponent then you 
have a good Idea of the action. Turn, twist 
duck and dive for all you are worth but don’t 
forget to throw that damn ball as each pos¬ 
session is timed and you will have to surren¬ 
der the ball back. 

America has its heroes, at the moment a 
lot of them appear to be basketball related as 
the sale of high tops Is especially prominent 
what with the summer coming. Some of 
these heroes will mean nothing to you at all, 
to be honest nearly all of them meant noth¬ 
ing to me whatsoever, but it comes as great 
comfort to learn that you can both select to 
play as or against these great heroes. 
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Vs/heew. The pressure. With m 
all these sponsors watching 
I feel a tad nervous. 
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unusuaLLy lorg Laces 

By far the best bit in basketball is when they hurl the ball half the length of the court 
in a carefree manner and it drops into the net-without touching the sides. Now that is 
good. Worth every one of those free rides through college. These are known as out¬ 
side shots or “long range bombs’’ and instead of the usual one or two points are 
worth three points, so attempts are few and far between. Well that’s not strictly true, 
expect the odd vain attempt at the end of the game when the scores are tied. 

Since once again it is just you, the ball and a few thousand hushed spectators the 
action you might say Is a tad central. There are four racks of balls, each containing 
four balls a ‘special’ ball which is worth more points. The object of the exercise Is to 
shoot these balls as fast as possible from the various positions in the court. Against 
the clock. Against some of the greatest players in the known basketball world. 
Chances are the first couple of hundred games might end in humiliating defeat. 

It’s all in the timing you know, that’s what they say. Timing and placement. Well 
to time and place the shots here you send your hero high in 
the air and release the ball at the opportune moment. The 
higher the jump and release the further the ball travels In the 
direction of the net. 
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I f it weren’t for the inclusion of 
the H.O.R.S.E. feature then 
there’s no way that f d have any 
interest in this game. The fact that 
you can’t play a match limits this ^ 

game too severely for my liking. . SimOn Kirr3nG 

The one on one game is far too 
frustrating, espescially as I spent 

my first game waiting for my team mates to come jushing into the frey, they 
didn’t- H.O.R.S.E.. Though is a different n^atter altoghether. the action slows down 
and the tension picks up tremendously. You find yourself making some fantastic 
baskets (and I’m not talking Occupational TherapyJ, as well as some terriWe misses. 
This aspect is great but it doesn’t warrant th# price tag neverthele^. 


SOLE seaRCH 

H.O.R.S.E. What? What does it 
Stand for exactly? Well, nothing 
really but it Is key in this strange 
‘back yard’ game. Apparently many a 
car-park or front-lot contains the permanent markings of Nike 
or Reebok plastered all over its unblemished surface due to 
trainer wear and tear in this popular game. Not really a 
problem in the NCR’s of this country but concern for our 
overseas enthusiasts. 

I digress. The game plays a bit like DONKEY, you have the 
ball, you make the basket and the opponent has to follow the 
act from the same spot. Should it be missed then a letter 
appears in the scoreboard, starting with yep, you guessed it H. 
The rest of the word soon follows till the entire word is pre¬ 
sent and you loose. Now the only word you can use is HORSE, 
all other words are voids, so don’t try to give us any ‘disestab- 
lishmentarianism’ jive. 

The entire court is at your disposal but a time limit has 
been placed on the possession so decide where you want to 
set the standard and shoot using the trusty A button. The shot 
you perform is not just limited to a straight and somewhat 
uninteresting release no my man, try some slam dunks, rever¬ 
sals and downtown spectaculars - and really rub your 
opponents face in it. 




























I ROBOT 

Artificial intelligence. Scary words those, they have most mums and dads worrying 
about the state of technology and will they be able to explain it all to Gran. This game 
boasts an extensive use of the application with each player you decide to pit your 
skills against supposedly having the same characteristics and physical properties of the 
real person. Except for Magic Johnson of course. 

It would be expecting far too much to expect the chap you control to contain 
anything but your own feeble inputs. When playing a character his limitations are you 
skills, which in my case appeared to be a tad embarrassing. Still, it’s not the winning, 
more the taking part - look at Eddie Edwards. The stats the game is based on are 
1991 true stats of each player, they all it would appear had a good year. 

The manual challenges you to match up those players you never would have 
dared to compete with each other. Not knowing any players Is a distinct disadvantage 
here as the great clashes are going to go straight over your head. Never mind don’t 
forget it can be all two player so maybe both of you can recreate those magic 
moments mono a mono. Ho ho. 












Quick! Sound like you know who 
they are! Urmm, yes, ae you 
can see I picked these players 
because they are very urmm, 
tall. Yes that’s it. 



| t*s hard to get enthusiastic about 
this game, not knowing who many of ^ 
these people are puts a real downer 
on the game. The graphics it has to be 
said are excellent with some crazy uS| 

of old mode seven in the reflections on StlGl/jB 3tlhGrtlOn 
the floor. Which I might add is beauti¬ 
fully polished. NCAA basketball was bril¬ 
liant and had I not seen it then might 
have voted this best b^ketball game. 

But I have so I won’t and comparing 
the two, although unfair soon shows 
why. The games themselves are not all 
that bad, the one-on-one being^by far • 
the best but the infringements are a bit 
hard to live with, every move being 
wrong in someones eyes. I said it before 
and meant it, the decision as to Wether 
the ball drops through the hoop seems | 
based entirely on luck and it gets rhe 
down. Still a good game, good game but 

urmm... American. This means certain elements might seem somewhat oure to the 
average European. Like why not have two teams of say five or more men and play 
the game over say an afternoon. Oh yes, that’s what we do anyway. Like I said it 
does seem a bit pointless but quite good fun anyway. If you’re relly stuckternoon 
for something to do the go out and borrow it off a pal. 
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took this home to play into the long hours, dictionary and thesaurus by 
my side I expected a long night of random rhetoric, semantic antics and 
— lots of coffee. It didn’t happen though, you know the scene, you’re boot¬ 
ing a game up, staring emptily at your hands on the pad when suddenly 
another pair of hands appear on top of yours. You feel the weight of anoth¬ 
er body slide next to you and hear the words “Ohh can I just have one 
quick go”. Now normally what ensues is a bloody and desperate fight to 
the death. That’s what normally happens, if it’s your mum who’s come to 
visit though - your stuck. 

It took me three days to get my bleary eyed, delirious ma off my SNES and it 
took a further two weeks at rehab to stop her shouting out words at random: 
“Unripe! Sump! Mordant! Jobbery!” she was wild man! 

I was pretty worried then when it came time for me to play this game which had 
turned my mother into a gibbering wreck, so I got ready and 
began. The first word I got was ‘deli’, I frowned. The second 
word I spelt was ‘shucks’, my frown deepened. This continued 
though the words ‘semester’, ‘trashcan’, ‘butt’, ‘weiner’ and 
‘Clinton’. Then I realised I was playing an American version of 
the game AAAAARRRRGGHHHH! I hate America. 
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HD in wi uri vvui H 

but it does look oiuite 
nice. There isn’t 
much you can d( 
falling blocks. 
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I R6mGmB6R TGTRIS 

I’ve still got Tetris hidden right at the back of this Applemac I’m writing on now, I’m 
not sure which file it’s gathering dust in, but I know It’s using up some memory. I’m 
sure most people have got a copy of Tetris lurking somewhere, or have had it and 
thrown it out - just like those Star Wars bubble gum cards I keep finding - under 
desk legs or behind radiators. 

I digress. Tetris for those who don’t know (where are these people) is a frustrat¬ 
ing puzzle game where falling geometric shapes have to be positioned next to each 
other to form solid lines. Everybody was talking about it two years ago - you must 
know what I’m going on about, at least vaguely. 

Wordtris is a varient on Tetris, the falling blocks are all squares, each containing 
a letter that falls into a well. It Is up to you to position these blocks next to each 
other so that the letters on the blocks form words. If this happens then those blocks 
forming the words disappear, freeing up space for more blocks and more points. As 
they are falling into a well they rest midway on the ‘water’ and if subsequent blocks 
fall on one that Is already there then the first sinks until the well is full. This allows you 
to spell vertically as well as horizontally. If your blocks fill the space - the game is 
over, the longer you continue the faster the blocks fall - you know the score, it’s fast, 
furious and makes you pull faces like Mr Spock when he’s Mind Melding with a rock 




Houj annoyiRG? 

There are a few different modes included in 
Wordtris, including two player, which is split into 
various forms itself. There is cooperative where 
both players play at. once and share the same score. 
Tournament where up to four players play consecu- 
tivley, each getting the same letters falling in the 
same order as each other. Finally there is competi¬ 
tive, this is where two players play against each 
other on the same screen, and although they can 
only manipulate their own letter blocks they can 
make words using any of the letters. 

This latter mode is guaranteed to start a fight, 
it brings out the darker side of your personality, 
revealing some very nasty stuff. I had a game with 
our ultra arty babe Lisa, at the start of 
the game she assured me that she 
couldn’t be competitive and that she’d 
stay on one side of the screen with 
her blocks, so I said I’d do the same. I 
was just waiting for a letter “L” to 
complete the word “tatterdemalion” 
when she whipped In and stole It off 
me, and all my points. You should 
have heard her laugh, it was demonic. 

Now If you are prepared for 
these kinds of revelations then this 
game is definitely for you, because 
everybody I played with has reacted in 
the same way. They look at the game 
with indifference, almost disdain - 
shrug and agree to play. The next 
thing you know they’ve turned into 
some form of rampant word demon. 








In my c^ueet to epeW 
WORRY I’ve come up 
with the Hopi word 
NECLAGAPN which 
means CONCERN - 
but 1 ^uess it’s just 
not close enough. 
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Tune Time 

I don’t know where they get these tunes from, at first Wordtris takes the same musi¬ 
cal tack as Tetris going for music with a Russian feel - you can almost see the 
Georgian peasants on their Balilaikas. As the game hots up though the tunes get faster 
- helping you keep pace with the game. There is nothing really to whip you into a 
frenzy - the music compliments and does not intrude. 

Graphically tis isn’t really the greatest platform on which to showcase the mas¬ 
sive abilities of the SNES - pictures with a circus theme decorate the imformation 
panels and the individual screens such as a Tiger leaping through a flaming hoop on 
the highscores table. There are also various clowns and lions - if you look very 
closely one of the clowns looks very similar to Mick Jagger - is there something we 



should know? 



F irst impressions of Wordtris 
may lead you to beilieve 
that it's just another rehash 
of the old Tetris theme. 

Provisionally, you'd be right, but ^ 

scratch the surface and you'll find FfSnlC O’Connor 

a challenging, addictive and ulti¬ 
mately rewarding experience. The 

graphics, while simple are attractive and detailed. A special mention should go to 
the rather creepy soundtrack that accompanies the action. Sound effects are sparse 
and dull, but otherwise ffne. The depth of strategy is up to you. You can go for the 
quick fix with three letter words, or achieve near impossible scores with bigger 
words. A fabulous title and don't be put off b^ its lack of visual appeal. 



Frank O’Connor 




If you want to increase your 
wordiness, then you can try 
a few techniques. For a start, 
keep vowels away from the 
edses of the word pit. It's 
much easier to make hori¬ 
zontal words if they start 
with a consonant. Three let¬ 
ter words are very easy to 
make and the same recos- 
nises most American slans 
terms. Avoid typically British 
words like, colour and any- 
thins that is spelled differ¬ 
ently across the Atlantic. 





515 and 5IC those 
famous three letter 
words. If this was 
5crabble I’m sure 
those two would 
raise eyebrows. 


; El 
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Haha! My fabulous bonus 
scores show, without a 
shadow of a doubt, that 
English is my second lan- 
^ua^e. It’s been suspected 
for c3[uiet sum tiem. 




LEVIEL C BONUS 


O 5 LETTER 
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B€LLS ano UJHISTLES 

There are all sorts of little extras included in Wordtris, to help it rise above the level 
of being merely a word game. There Is the inclusion of a Magic Word which, when 
spelt out, removes all the other letters from the well - awarding you their letter 
scores - there then appears another Magic Word for you to spell. 

Also to free up the well certain erase features are included. There is a fizzing 
bomb (of the Clouseau genre) which illlminates one letter block, a stick of Dynamite 
(a la Bugs Bunny) that rids you of four blocks, and finally a fuming beaker of acid (you 
are familiar with Dr jekyll?). The latter destroys a whole column of letters and appears 
only when you spell a word of six to nine characters, the others fall randomly. 

Also there is a wild card feature, occasionally a letter block will fall without a let¬ 
ter but a question mark. If allowed to fall unmolested it will randomly chose a letter. 
However, by using the A or B pads you can flick through the alphabet to choose any 
letter you please - beware though in the later stages you have to be pretty quick. 
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TiriTS ano hips ujith ujurdz 

The manual that comes with the game provides you with some handy hints and tips - 
some of which are pretty lame: be aware of consonents and vowels. Let’s face it if you 
weren’t aware of these you’d be pretty lucky If you 
managed to turn your machine on. 

Other stuff though is useful, such as keeping the letter J 
away from the the rightmost column as very few words end 
in this letter, except of course for...tell you what you think 
of one send it In to us and we’ll give a pat on the back. 

You are also made aware of letter combinations, ST, 

LY, QU, CK and so on - If you can keep these together you 
might improve your chances but I wouldn’t count on it. 

One last thing that you are told is that certain words 
have been omitted as inappropriate for younger players. For 
some reason this Includes alcoholic beverages GIN RUM 
and so on. I know words can be a powerful medium but I’m 
sure the word RUM isn’t going to turn a five year old into a 
raging dipso. 


Hoop hoop 
burning bright. 
Hmm I’m eure 
there e a poom 
to do with this. 
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T he academical advantages of 
playing Wordtris soon wane. 

The major part of the game is 
dexterity with the blocks and although 
it is possible to increase you wordines^ 

most of the words are formed acciden- 5 [ ppj op| KlfranQ 
tally. This does not detract though ~ 
were you given time to think about the 
words as in Scrabble then the fast pace 
would be lost. It is infectious and addic* 
tive and makes a great change from 
whizzing about distant planets blowing 
people up or fighting against a bunch of 
meat heads. That it is from the same 
stable as the classic Tetris can be of no 
disadvantage and if this proves itself 
only half as successful it will make a lot 
of money for Spectrum Holobyte. Also it 
is a Godsend for me that our scoring 

system doesn’t mean that because of K r > 

the nature of the game it will fare 

badly. It hasn’t got the graphics df Axelay or the sonics of Prince of Persia but is 
still an exellent game. If you want to impress your people with your dedication to 
increasing your vocabulary while at the same time having a smart laugh then buy 
this and say goodbye to your freetime. 


.GafnePLay.........93% 

.a5TaBiLiTy....9i% 

)raaLi_92% 
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I elcome to the mythical world of Ancient 
Greece. Here, some severely nasty gods have 
been invented. In modern times, all the gods 
are a bit flowery and nice. Preaching love and peace 
and kindness never earned anyone notoriety. The 
Greeks had it sussed though. They decided to invent 
some really smart gods and they had one for almost 
any occassion. 

You name it, from beer to war, from love to acne, the 
Greeks had a god for the job. Of course, not all gods were 
nice. When you have a lot of anything, you’re bound to end up 
with some bad ’uns. 

This is where you come In. You are the Ancient Greek 
equivalent of Rambo. Nobody bothers to question your 
motives, they just send you off Into a dungeoon with a big 
sword and a bad attitude. Your task involves killing loads of 
monsters and then doing battle with gods. Lots of them. Big, 
hairy, nasty, horrible gods. Not one of them looks like a 
normal bloke 
either. We a are 
talking a minimum 
of three heads and 
snakes for hair. Go 
get ‘em boy! 


Gosh! An open doorl 
I’ll bet the gypsies did 
it. Come on everybody, 
let’s explore! 




Legends in their own lunchtime, the Bitmap Brothers have made a name for 
themselves and yet programmed very few games which have all been 
released on the Amiga. These include Xenon, Xenon 2, Speedball and Magic 
Pockets. With the Imagination, flair and style that they have become famous 
for, the Bitmap Brothers revolutionised graphics. 

E^ ery game they have ever done has featured a new and dynamic 
graphical style. Xenon, their first game used metallic Bas relief graphics. Its 
sequel, Xenon 2 featured slightly shiny, chrome metallic graphics. In a 
shocking departure from this style, Speedball used metallic graphics. Magic 
Pockets though, took the Bitmap’s graphic flexibility to a new extreme. The 
cute platform antics were portrayed In metallic effect graphics. Yes, the Bitmap boys 
have done it again. Gods, a game set underground In slimy dungeons, features erm, 
metallic graphics. Their latest caper. Chaos Engine might just as well have been 
sponsored by British Steel. Grass, skin and rock are all surfaces that the Bitmap 
Brothers have not been able to master. 




At the bottom of the screen is a bar containing health Information as well as some 
empty boxes. These can be filled with all manner of goodies although you can only 
hold five at any one time. Items of importance include keys, potions and magic 
medallions. An important part of the game is the puzzle solving aspect. It’s all very well 
rushing around at high speed blasting bad guys, but If you don’t understand which 
objects do what, you won’t get very far. 

At the start of the game, the objects you need ail come in the right order and in 
a very linear path. The further you get, the more exploration Is required and knowing 
what to pick up and when Is of paramount importance. Picking up these objects could 
have been made a lot simpler. As it is, you have to crouch down, press a button and 
cycle through the menu to place the object where you want it. 

There’s no obvious or useful strategy behind this, it just seems to be the way 
things are done. The sad part Is that this control method is a hangover from the home 
computer version. This could have been easily avoided. The Super Nintendo joypads 
have eight buttons and decent control should not even be a consideration. 
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To stay alive that bit longer 
take your time. - employing a 
little stealth will keep you out 
of trouble. Choice of weapon 
is of paramount importance. 
Obviously the more power 
ups the better, but when you 
have enough dosh, you 
should buy a Familiar. This 
rather attractive metal (sur¬ 
prise, surprise) eagle will 
home in on baddies and 
destroy them from a distance. 
Other than that, just keep an 
eye out for booby traps. 


50niC5_71% 

GafiiePLay.........85% 

iasTaBiLiTy... 80 % 

OI/®aLi . 82 % 


Oolly! Look at all those 
sparkling treasures! I’ll 
bet the gypsies did it! 
Let’s steal them back! 


m ■ Hetl, what can I say? It’s an all ^ 

I I I round fabulous platfornn shoot t 'IIIUltEll I 

up. The playing area is ijIteP 

vast. Certainly larger than much of the 
Japanese competition. In styfe, it’s vet^ 

British. The sprite moves that bit too f-r3ril< O COfinor 
fast, and the collision detection is a tad 
off. Platform edges can hold you by the 
skin of your heel, while missiles can 
damage you from three* mil^s off. The 
graphics, while not exactly inspiring, arc 
detailed and well drawn. If truth be 
told, they don’t vary tcro much from 
level to level. The same could be saki 
for the gameplay, but the new 
monsters and gods that you encounter 
make up for this inadequacy. Everything 
is just nice though and once started, 
the quest becomes very addictive. The 
graphics could have done with just a 
little more in the way of variety and 

although they are detailed and attractive, they eventually get boring. Think of this 
as a cross between Smash TV and Prince of Persia and you’ll probably get the idea. 


Frank O'Connor 


inTELUGERT BaD GU^S? 

I don’t bloody well think so. Both this and the original versions 
of Gods claim to have revolutionary intelligent bad guys. Let’s 
just put that in perspective, shall we? 

An intelligent bad guy would run onto the top right hand 
corner of the screen, let off a smart bomb and be off before 
you got his license number. These baddies behave in exactly 
the same way that all other baddies do. They wander about, 
attack you and sometimes follow you. I would hardly describe 
that as cunning. 

They do seem to be more 
numerous if you have a high 
score, but again, that hardly 
reeks of Intelligence. Even the 
baddies In Nemesis are a little 
brighter than these guys. The 
Nemesis baddies gauge their 
return fire by the number of 
weapons you have in your pos¬ 
session. The Gods baddies 
aren’t particularly easy though 
and can cause you some real 
grief if you’re not careful. It’s 
just that they aren’t as smart as 
they’re cracked up to be. 


One of the more obvious strategic features in the Gods 
environment Is the large number of switches. These handles jut 
out of the dungeon walls at various intervals and it’s not always 
obvious what these do. 

Most switches are there to assist you. Every now and then 
you’ll come across a seemingly impassable obstacle. Worry not. 
A quick glance around should reveal a nearby switch. Activate 
this switch and nine times out of ten you’ll remove the obsta¬ 
cle. There are one or two situations however, where this is 
not the case. 

Sometimes, a switch won’t seem to do anything, but you 
can bet your life that some unseen obstacle has either been 
cleared, or activated. The latter involves retracing your steps 
and hitting the switch back to the position you found It in. The 

other situation is one that I have 
yet to understand. Hitting the 
switch will sometimes activate a 
nearby hazard. 

Now you would have to be 
a special kind of stupid to walk 
into that hazard so it makes you 
wonder why It’s even there. To 
scare you perhaps? 
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Oh to be a policeman in 
L.A. Running around a 
lot, eating babels and 
©hooting people. 


I urtaugh and Riggs. Two names no doubt you 
associate with violence, large weapons and 
many, many deaths involving deserving bad¬ 
dies. Ocean have taken up the license race with their 
own brand of platform type shoot ’em up based some¬ 
what loosely on the movie Lethal Weapon 3. 

No I’ve not seen this particular film as I only like black and 
white offerings with subtitles and the odd irrelevant rude bit so 
bear with me as I make as many tenuous links to the promo 
clips I saw on TV during the commercial breaks. 

The game allows you to play Riggs or the other one and 
tackle various missions explained to you in the various briefing 
rooms. Each mission has a goal and to achieve the goal will 


require various skills from head-butting sharks to defusing oil drums of very high 
explosives. All this might sound run of the mill stuff but there is a time element intro¬ 
duced into the game that not only means it is all against the clock but the time allocat¬ 
ed will not be enough to complete the level. What 
I mean here Is that during your travels you will 
have to collect various icons which look strangely 
enough like alarm clocks. These clocks give you 
the necessary time to complete your goal. Jumping 
around is not the only task in hand though. 

Populating the missions are criminals and terror¬ 
ists who, with anything from flame throwers to 
automatics attempt 
to reduce your 
armour and remove 
your character. 
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Woah! One falee 
move here and I’m 
toaetl Still comfort 
lies in the trusty 45 
under my armpit. 



Head for the clock icons. This 
cannot be emphasised enough 
as no doubt you have gathered 
that there is not enough time 
allocated. Moving too fast will 
result in a quick death as some 
pretty serious weapons have 
been given to the enemies, any¬ 
thing from long range missiles to 
flame throwers. Plan where and 
when you want to make a shot 
as remember there is only so 
much ammo in each clip. 
Running out of bullets means 
resorting to kicking and punch¬ 
ing which, as you no doubt will 
figure out does not have a great 
impact on the average bazooka. 
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The tracksuit 
0 ive5 nothing 
away, except 
that you have 
le^s and you 
are prepared to 
use them. 


■will have to be honest I was not 


.to —- - o f • 

evil villains. There are plenty of game^ 

like this around and to stand out from StlGL/Gt 0 thGrtOn 
the rest would still seem to be quite a 
challenge for British programmers. The 
gameplay was quite involving though 
hardly addictive as %ach mission 
although looking slightly different was ^ 
basically the same, jump this, avoid 
that and shoot him. A redeeming factor 
was in one of the levels where a puzzle 
element was introduced, having to flick 
certain switches to open certain doors 
and to create walkways. One thing 4:hat 
did seem highly frustrating was the • 
time element, not being given enough 
time to complete the level and having 
to run around constantly finding the 

alarm clocks will no doubt get a f^w people's back up, especially if you get waylaid 
by a group of baddies. Maybe I’m being a bit over critical, at least the game seemed 
big enough to provide a lasting challenge and the samples and music were very well 
integrated into the gameplay. 


These strange 
looking devices 
are fans, which 
blow you skyward. 


I 


ou 


till 


Dl€ HaRD 

The whole thing begins back at the office, the Police Department it would appear and 
you merely open the door to the mission you wish to tackle. 

These missions take part in various locations, either at the ship yard, in the mall 
or deep in the subway. You would be well advised to begin the training program in 
the ship-yard scenario where Riggs must 
work his way across the screen execut¬ 
ing the baddies. At first it all seems 
straightforward, just a case of run and 
shoot but things appear a tad more 
involved when the girders and joists 
become the only way across. 

To negotiate this part means 
jumping up and hanging on. To move 
now you have to employ hand over hand 
commando style travelling. All well and 
good but since you have both your hands 
tied up you cannot fire your weapon. To 
let off a few rounds you have to jump 
down. During your travels general 
misjudgement and the odd direct hit will 
result in the depreciation of your body armour, this will result after about four hits in 
death. However scattered over the levels are various replenishing icons, which 
restore the armour or increase your hit value. Not only are these icons present 
but fortunately rounds of ammunition can be discovered as conflict, especially in the 
training stages can be wasteful, i.e. you 
miss a lot. 
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The whole place le 
full of terrorists. 
One wron^ move 
and you won't 
make the sec^uel. 
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L ada. Tee hee. Anyone mentioning a Lada automatically gets the odd 
sneer and maybe a curious joke about mini-skips. But there is some¬ 
thing they may not know, that the average clued up race fanatic 
does. When it comes to racing across the worst terrain in the world, Lada 
are good. They are very good. OK the car they use bears little resemblance 
to the street machine they push out to train spotters or broke students, 
but it kicks butt in the desert, I can tell you. 

Anyway you get the point, that these cars are super-deluxe monsters that put 
man and machine to certain tolerance levels you and I can only dream of. Mitsubishi 
do too. Their car is especially clever. Loosely based on the Pajero Jeep it has been 
tweaked to some serious horsepow¬ 
er and has about 20 shock absorbers 
to each wheel. Not so hot on the 
motorway but across the average 
desert, serious handling. 

The King of Rally is based not 
on the Dakar Rally, the more famous 
of the challenges but the Paris-Beijing 
course which (I might be wrong) is 
usually held months before the 
Dakar. The Paris-Dakar is the high¬ 
light of the racing calendar and 
receives world-wide coverage, so 
getting it right in the Paris-Beijing is a 
smart move. 


THG 
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Check-points need to be 
crossed in order for you to 
be able to register a time 
at the finish line. 



Kinc OF 




niiiks to Coosile nil \ 
of Hatton, West Yorks 
tor sopplyini the 
review eartriiie. 
tel; 0S32 500445 



FSO COUPE 

King of the Rally has what appears to 
be some serious backing. Mitsubishi 
have their name held aloft somewhere 
and a sheet metal company also takes 
the spotlight. With this sort of backing 
you would expect some clever graph¬ 
ics and original gameplay. This I am 
very happy to report is exactly what 
you get with some clever use of the infamous Mode Seven 
graphic routine. Why? Well just watch the beautiful flips and 
scaling going on in there, mmmm. Smooth. 

As I’m sure you already know, a rally is completed not in 
an afternoon by exceeding the sound barrier, but by various 
paced sections over a matter of weeks. Considering the course 
traverses half the world, this is a lot better than the bus. Or 
taking Into account how remote it all is, any other form of 
transport for that matter. 

You too have the same tasks set with sections of the 
course marked for stopping and a bit of car verification. You 
do not have to worry about fuel but bumping into anything or 
shaking hands with other cars puts the reliability and handling 
into jeopardy. To the point of having to pull over and fix 
the problem with what little spares you managed to stuff In 
the boot. Well, on the roof to be accurate as these are 
mid-engined machines with more space for fuel than you ever 
dared to imagine. 
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SKODa iruecTion 

Well, this area might be a cause for concern as the car perspective alters with each 90 
degree turn you make. A hairpin has the effect of making the steering reverse com¬ 
pletely. Left Is right and...well you know the rest. 

Have you ever driven a radio-controlled car? Something serious mind, not one of 
those click and reverse jobs that you get free with five litres of oil. If you have you 
might have noticed the same effect as noted above - in that pulling away from your 
point of view is a 40 mile an hour challenge in itself but drifting around to head back 
on yourself means you need bags of co-ordination. There’s nothing worse than the 
sound of plastic being reduced to powder on the kerb. Anyway count yourself lucky, 
you should try radio-controlled helicopters. Nightmare. 

There is a training section though, where you can test the set-up and response of 
the car, as well as learning the nasty cornering techniques. The gear shift is also a 
completely new concept to me in that instead of matching the throttle to a gear you 
seem to have constant revs and the gears provide the speed. You still have to time 
your changes though, with a swift selection of third (which is as high as it goes), being 

met with a near stalled engine. The pace of 
the game really winds up as you smoothly 
negotiate your semi-automatic gearbox and 
start covering the terrain. The gears are 
located as your X, Y, B buttons with the A 
button used as the brake. Over-use of the 
asbestos means (again) the inevitable stop and 
valuable time is lost in the road¬ 
side repair. 


I 

i 



REUanr SUPERCHaRGE 

There are ten rounds or sections to compete. Each section is a reflection upon the 
area, be it snow bound, desert or just plain flooded in water. Not every section 
involves the checkpoint stops, some are straightforward races to the end with only 
the opposition, and other lesser fortunate cars of dubious origin to compete with. 
The race starts like this: 


Paris-Warsaw: A simple layout for familiarisation with some quite test¬ 
ing desert sections. 

Warsaw-Moscow: Mostly road of various 
widths with the other cars very much in the 
race. Large areas of flooding mean handling and 
grip problems. 


Moscow-Uralsk: Road and scrub 
sections, windy and treacherous, so pick a 
peaky engine with plenty of acceleration. 


Uralsk-Beyneu: Check point mania! 
Windy desert sections with very well hidden 
essential stops. 


Beyneu-Bukhara: Ooh. Serious maze section, mostly 
desert and dust and extremely tricky. No short cuts. 

That’s it. Well that’s the first five stages. But rest assured the 
remainder Is pretty demanding as you drop into snow bound 
and sand dune ridden environments that involve lightning 
quick reactions and smart gear changes. 



Pick the wron^ 
tyres and 
you will spend 
most of the ice 
sections ^oin^ 
side ways. 
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It’e a pratty tou^h 
life bain^ half 
monkey, especially 
when your chick 
0065 and 0eX>5 
swept off her feet 
by the local demon, 


5ein^ a monkey has 
little or no benefit 
other than looking a 
tad cuter. 


I n the days before man walked the Earth, there were dinosaurs. So how 
come Joe and Mac are wandering around a world absolutely packed full 
of dinosaurs? Well, for a start, they’re having a laugh. There’s lots to do 
in Dino Land. There are bridges to be crossed, moun¬ 
tains to be climbed and dinosaurs to be fought. Joe and 
Mac however, soon remember that their fave chick, 
their main squeeze, their number one hot mama, has 
been kidnapped. I mean come on. I know it’s traditional 
and everything, but how many more plots will involve 
the kidnapping of some girl? 

Anyway, Joe and Mac are less than armed to the teeth. In 
fact, the only defence they have against huge, Jurassic monsters, 
is a small stick. It is a very knobbly stick, but it hardly infringes 
the SALT treaties. Their acrobatic grace and swiftness of foot 
will have to be their salvation. If Joe and Mac don’t get a move 
on, it’s all over for the girl and it’s all over for them too. 
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riHRks to Console Pins 
otHsIton, West Yorks 
tor snpplyinii the 
review cartridge, 
tel; 0532 500445 


Banana split 

When you start the game, your small caveman-type bloke has a 
shock of brightly coloured hair, a rather fetching loincloth and 
a fairly heroic build. This athletic stature stands our hero in 
fairly good stead for the onslaught of dinosaur related danger. 
The problem is that when he is struck, be it a missile or a head 
on collision with another cave dude, he mysteriously trans¬ 
forms. If I was struck by a falling rock, I would immediately 
transform into a pile of broken bones. Our hero becomes a 
monkey. Not a great, hard, dangerous gorilla. A small, cuddly, 
furry monkey. Your abilities change not one iota, no Improve¬ 
ments are made in the climbing 
department nor can you suddenly 
swing around with apparent ease. 
Still, in either form you can find 
those hidden bonuses which do 
seem inaccessible. By sneaking up 
on your adversaries, hitting them 
over the head with your club, and 
then leaping on their stunned heads 
you bound several times higher than 
usual into the air. Bizarre but when 
certain platforms seem Inaccessible, 
the only way to travel. 
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KinG OF THE SUinGERS 

Sometimes you will happen upon the edge of a cliff. Things look 
bleak. There are no visible platforms to reach and seeingly no 
way down. Fear not. At this point, patience is the key. After a 
short wait, a frog/chicken combination will make its way slowly, 
but gracefully on screen. Trailing behind it will be a path of 
vines. If you make a massive leap of faith and reach for the 
vines, your bravery will be rewarded. Our hero will grab the 
vine tightly and swing gently and happily until you move him. 
The vines remain stationary and you must leap and grab your 
way across the screen. Sometimes the frog/chicken will mean¬ 
der around in a seemingly pointless path, but fol¬ 
low him long enough and he’ll lead you to safety. 
Be careful not to jump too close to his head 
though, as contact can often be fatal. 


LOTTGRy OF UF€ 

Gambling is one of the World’s great evils. 
Admittedly its not as bad as murder or bad taste, 
but it does cause a lot of trouble. Our hero how¬ 
ever, has nothing to lose when he gambles. Every 
now and then, you will come accross a small blue 
crystal and if you collect it, you’re in for a treat. 
Collection of the blue crystal activates a small slot 
machine at the top of the screen. Symbols spin round 
quickly, slowing down and eventuall stopping. While 
this goes on, the game continues as normal. Should 
the three available slot windows stop on the same 
figure, you will be rewarded with a special treat. Three 
caveman heads will endow you with a spanky new free 
life. If you are a monkey, three monkey symbols will 
return you to caveman state. The blue crystals are 
fairly common and although you seldom win, you 
get plenty of chances to try your luck. 
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It ee&me second 
nature to simply 
swin^ out of trouble. 


Here in the land 
that reality forgot, 
just about anything 
is possible. 


STEl/E aTHERTOn 


T his is one mother of a platform 
garfie. I played it for quite a few 
hours and it seemed as though I 
hardly made a dent in the map. There is 
plenty to do and you cannot help but 
search around for the mass of hidden 
levels which give the essential power ups 
•and extra lives. Find a bird innocently 
hanging around and it might take you 
anywhere at all. t liked it a great deal. 
The music, the gameplay and even the 
humour are all very well brought across. 
I ^wouldn’t like to compare it to any¬ 
thing though - it’s so weird. 


# 


STRanGG SeOUGL 

The original Joe and Mac was a massive arcade hit. Called 
Caveman Ninja around the world, the cute sprites and addic¬ 
tive gameplay proved an immediate success. The Super 
Nintendo conversion was handled by British software house 
Elite. They did a sterling job and It was an amazingly accurate 
copy. Elite released Joe and Mac in Britain, while Data East han¬ 
dled the foreign distribution. This sequel though, has nothing at 
all to do with Elite and was programmed in Japan by Data East 
themselves. The graphical style has changed drastically since the 
first game and it looks very similar to a game called Dino City. 
Joe and Mac are no longer a team and this may or may not be 
the adventures of Rookie, their kid. The 
plot and title are all in Japanese, so much 
of this is supposition. Although the 
graphics have changed considerably, the 
music and gameplay are very close to the 
original. This makes It a little more inter¬ 
esting than most sequels and owners of 
the original should not be put off. 


Ml 
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O oh! This looks nice. Gorgeous, 
highly colourful graphics. 
Stunning, nay, fabulous back* 
grounds. Nice sprites. Huge monsters. 
Lots to see, lots to do. So what’s wron^ 
with it? Well, not too much actually. 
Platform games are probably the office 
favourite and there are probably fewer 
decent platform games than you might 
think. In play and app<*tirance, this, is 
vei 7 similar to Dino City. Almost suspi¬ 
ciously so. It’s a little faster though and 
the driving music combined with addic¬ 
tive gameplay, should keep you at it for 
quite a while. You have a limited num¬ 
ber of continues and the game is rea¬ 
sonably difficult so it should keep even 
talented gamers busy for some time. 
Figuring out how to bash some of the 
end of level nasties can be a bit of a 
puzzle and this just adds to the fun. A 
good, solid release. 








behind you! That 
rather lar^e 
monster seems 
to be salivating, 
for no reason. 


^ ^ ^ loll 


Pesky demon. It really 
is annoying when he 
just flies around, Just 
out of reach. 




UJHERE aRE THE BOiJS? 

We have no idea. The first game was a two player team up job, 
with competition and cooperation being vitally Important to 
the gameplay. This version is strictly for one player at a time 
and you can’t team up with anybody, never mind a friend. We 
have a suspicion that the absence of a two player mode may be 
explained somewhere in the Japanese text. Perhaps joe and 
Mac have retired! Perhaps they have left their son in charge of 
the prehistoric world. Perhaps there’s no reason at all. Most of 
the other characters have remained intact. 

The bad cave men, the dinosaurs, the ptero¬ 
dactyls. That lot are still causing just as much 
trouble as they did in the first game. A two 
player mode would have been nice and 
frankly, we’re surprised there is none. 
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He may be 
a bunny 
but he’s no 
dancer. 


If 1 were you I’d 
pay attention to 
that sign my 
furry friend. 


m 


m 


I ’ve said It before and Til say It again - I love 
cartoons, we all do - whether It’s the heroes Bugs 
and Daffy or the surreal Ren and Stimpy they’re 
great. You can keep your arty farty Japanese porn stuff, 
guys on macho motorbikes give me furry animals blow¬ 
ing up anytime. 

So here they are the Tiny Toon kids, lead by Buster Bunny 
the cutesy all jumpin’ all dashin’ powerhouse of a toon. He 
leads all your favourite characters, from Dizzy 
Devil to Plucky Duck through all manner of 
crazy levels and sub games. The tie In with the 
cartoon is very strong, with each character 
being Instantly recognisable and moving 
exactly as they do in the cartoons, a fact 
that will sell the game to any fans of the 
cartoons instantly. 

There are plenty of catchy, tunes to 
keep you awake at night and the game- 
play with jumps, dashes, and attack 
moves add to the fun. Interactive car¬ 
toons are what every software house 
dreams of and If all the releases can 
keep up a turnover of great then per¬ 
haps a new genre will soon 
be born. 


Jump at the 
conveyer belt to 
knock food into 
Dizzy’s gob. 


Tirej Toon 


naiki to Console Flos 
of Holton, West Yorks 
for supplying tke 
review cartriilge. 
tel: 0532 S0D445 
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OUR man bustgr 

The lead role in this cartoon caper is 
the hare raising Buster Bunny. He leads 
you through the six action levels - start¬ 
ing off at ACME Looniversity - while all 
his pals, are included in little cameos, 
either as the participants in the sub lev¬ 
els or as PA people for the next round 
of the game. 

The action is so cartoon intensive it 
is pretty difficult at times to remember 
that this is a game and not a 
cartoon. All the same fea- ^ 
tures are Included and the ft \ 
sound effects - such as the I \ 
“whhilipp wheeeeep” of I \ 

Dizzy devil winding himself m \ 

up are fantastic. I \ 

Buster uses a smart 
dash facility - he has a dash 
meter and rushes along when you hit 
either the L or R button for as i 

long as this indicates. This is y ^ 
better than a straight hundred k 
metres thing though as you can \r> 
get your hare brained pal to J , 
flee up the sides of walls and 
fling himself through mid air 
too. There is a regular jump > 

with the B button and the 
Y button lets you perform f / 
a drop kick or If you’re 
dashing the Y, B and X but¬ 
tons give you an awesome jump kick. 
Along with this If you push down on the 
crosspad during a dash you can slide 
into some pretty difficult to get to areas. 




JiJjJJJJJJ 


The six stages you have to fly through are all regular cartoon 
fare and all consist of baddie and obstacles for you to zip past, 
under, over and into. Stage one Is Big trouble at ACME 
Looniversity, where you dash through the learned halls and 
through the library. Stage two is The Western movie where all 
manner of hornery dude bog your tracks, keep a lookout for 
the buffalo girl skipping section and the train chase. In stage 
three you are in Spook Mansion so dodge those spectres. 

Get ready for Gridiron in stage four: Looniversity football, 
don’t worry though John Madden is nowhere in sight. Stage five 
and the action is really hare raising (the puns in this mag are 
worse) in Buster’s sky jinks. Finally It Is up to you to rescue 
Babs Bunny from the —— 
clutches of the Milky 
Way Imperial Army in 

the 

Buster was sweating it 

Progression is pretty 
rapid what with all the 
there are 
a few traps 
here to throw you off 




Every time you 
die the rubbieh 
skip appears. 


Buster Bunny 


Bizzaro! Is the 
mexican skipping 
^ame some lon^ 
forgotten 
Mayan ritual? 


mm>y£R 































































coLLECTion Time 



CRazy KOOKy cHaRacTGRS 






Calamity Coyote 


Montana Max 


The random 
selector (above) 
picks your sub 
0ame player. 


The idea of this 0ame 
is to outweigh the 
opposition - new one 
on me this. 


Plucky Duck 


STAR 

These appear when 
you blast out a baddie 
and once you’ve got 
100 you get a I UP (an 
extra Buster). 


BUSTER BUNNY 
DOLL 

This little geezer gives 
you a I UP. 


Silver 

This restores one heart. 

Gold 

All of your hearts are restored with this 
trophy. 

Crystal 

Your amount of hearts is increased 
by one. 


THE G O G O 

DODO TROPHY 

Again you will have to 
eke these out, some 
are in plain view but a 
few are hidden. 


Silver 

Dash gauge is filled. 

Gold 

You become invincible for a short 
period. 

Crystal 

All the enemies on the screen turn into 
stars. 


The host of stars in Tiny Toons is a role of honour in juvenile cartoon history. 


THE CARROT 
TROPHY 

These are hidden are 
around the levels and 
increase your hearts 
by different amounts 
depending on the class 
of trophy: 


Buster Bunny 

Our intrepid hero, with some great dance moves — straight 
out of Dexy’s Midnight Runners 

Furrball 

Although he means well Furrball is the dumbest cat in the 
world - you’ll find him playing squash in a sub game. 

Plucl^ Duck 

Wearing a sad vest this guy is a bingo wizard. 

Hampton 

Goes crazy when Dizzy Devil wrecks his kitchen and 
whimpers his head off — I’m not too keen on this whinger. 

Dizzy Devil 

This Is more like It, Dizzy Is one brick short of a hod full, a 
complete psycho who you have to feed to calm down. 

Montana Max 

This bad guy robs the safe in the Western movie - pre¬ 
sumably to pay his orthodontist. 

Babs Bunny 

Whoa, move over Cadbury’s Caramel - this babe is the 
queen of toon babes, rescue her for the pay off. 


Shiny the 
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The bin^o \e 
my grannies 
favourite ^ame. 


After his bi^ feed 
Dizzy Devil is 
overcome by the 
excitement of it all. 




Steiye dtherton 

B oy is this game fast! Everything 
is gfeat with no slowdown. The 
graphics and sound are fantas¬ 
tic, gameplay is brilliant and it sure 
piits a much needed smile on your face. 
It’s all very well saving the Earth from 
invasion but mucking around in Toon 
‘World’ is a lot more fun. The plot is a 
tad strange, I mean you can't help but 
wonder the relavlnce of the Bingo bit 
especially since you appear to win every 
time. My favourite has to be running 
a|png the top of the rail carriage while 
avoiding butterfly nets. Bizzarre. 


■ ■ Hhat can I say? Straight from 
I I Ithe opening tune I was mes- 
^Bvmerised, I love it colourful, 
smooth cartoons - so much like the 
real thing that it’s incredible. The 

stages are hilarious and fun, though 5 j |-p| q|-| KirrSITG 
maybe a little easy to finish but they 
are backed up by some wild subs games 
that add body to the whole. The game- 
play is smart once and dnce you get to 
grips with the dash mode you’ll be ^ 
streaming along wiping out bad guys as 
you go. The tunes are all beepy boppy 
affairs straight out of the ‘shave and a '• * 
haircut two bits’ book. Altogether this | 
is a very classy, very slick and totally 
addictive game. Completion time might 
not be quite up to scratch but I’m • 
going back to this one time and again. , 

There has been a silent revolution on 
the SNES of solid, humorous cartoon tie 

ins from Spiderman and the X-Men to Roadrunner and now Tiny Toons. This is the 
closest you can get at the moment to an interactive cartoon - which is the direc¬ 
tion that these games appear to be heading in. It’s a nice break being a cute bunny 
as opposed to being a wizard or a vigilante. 
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“Fael the power of my 
eecret techniquao fool 
and suffer the 
consec^uences. None 
can stand in my path. I 
am the true Fist of the 
North Star”. 


I t is the future. Chaos has laid order to waste. Ruin lies, where once glory 
stood. Law is a forgotten myth. At last, strength itself is justice enough. 
In the 21st century, the weak are the prey of the powerful. An environ¬ 
ment as harsh as this will create giants. And so it is. Hokuto No Ken. The 
Fist of the North Star. 

Many martial artists train for ten, twenty, sometimes as long as thirty years 
before they reach their peak. The Art of the North Star is passed on in blood, from 
father to son, for thousands of years. The art was a secret until now, never to be used 
in combat until the world has no other salvation. That time is now. Ken, is the prod¬ 
uct of this breeding and the strongest warrior the world has ever known. In this time 
of anarchy, Ken is a force for peace. He and a small band of 
friends seek to bring order from the chaos. 

With his strength, it should be easy. However, there are 
those who would find no joy In a peaceful world. Tyrants and 
self made kings. Your task is to find these purveyors of evil, 
track them down, challenge them to battle...and kick their 
bloody heads in. 


uiHO IS THIS Ken 
BLOKE? 

North Star Ken is the creation of a 
Japanese fellow called Buronson. This is 
not his real name though, it’s the 
Katakana pronunciation of the name 
Bronson (as in Charles Bronson) of whom 
the North Star artist was a huge fan. 

It gets weirder though. The charac¬ 
ter started life in a Japanese Manga comic 
and told the tale of Ken and his brothers 
Shin and Rauol as they fought for custody 
of the planet Earth. The combination 
of then unique artwork, extreme violence 
and a fascinating plotline made it an imme¬ 
diate success. A cartoon series followed 
and this soon became a full length animat¬ 
ed movie. 

Ken became a Japanese hero almost 
overnight and the series was at one time 
the most watched show on Japanese tele¬ 
vision. Toy figures are available in Japan and there are translated versions of the comic 
that often pop up at specialist book shops. If you’re interested in reading them, try 
contacting Forbidden Planet in London or the Science Fiction Bookshop in Edinburgh. 
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in TH6 BEGinninG.. 

There have been five previous North Star games and most of them never saw the 
light of day in this country. One that you may actually remember was Last Battle, a 
game that faired poorly on the Megadrive. 

It was a scrolling basher that played a little like Kung Fu Master on valium. There 
was no mention of North Star Ken in either the instructions or the advertising and 
the plot was changed for the English market. The first North Star game was a lot 
more interesting. It appeared on the Japanese eight bit Famicom (NES in this country) 
and again, it was a Kung Fu Master 
variant. The beauty of it lay in a 
feature only found on Jap Famicoms. 

The machines came with a micro¬ 
phone built into control pad number 
one. This could be used for primitive 
Karaoke purposes. If however 
you screamed the phrase 
“Atatatatatatatatata!” into the micro¬ 
phone at the right moment, Ken 
would unleash an Incredibly lethal 
range of moves. The other games in 
the series followed suit, with a cou¬ 
ple of RPGs thrown in for good mea- 
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“You must underetand 
Ken, the power of the North 
Star Wee in your ambition, 
not in yourfi0ts. Master 
the technic^ue by all means, 
but first master yourself’. 


“As I guessed. The Fist of 
the North Star is a weak¬ 
ling. Many have tried to 
defeat me, yet none have 
passed this place. You 
were arrogant to think 
you could best me where 
others failed”. 












nORTH STaR K6n 

To understand the art of the North Star, you must understand a few things. For a 
start, how did it come to be known as the art of the North Star? Well, although it’s 
never explained in detail, it is an art that uses the patterns of constellations to 
describe the movement of the human body. 

Those who know the art believe that hidden in these patterns is a magical knowl¬ 
edge. This knowledge allows the user to perform incredible feats of 
outrageous violence. With the tiniest 
movements of his hands, North Star Ken 
can disable an opponent. As you can Imag¬ 
ine, this made Ken almost useless as a tar¬ 
get for bullies at school. When asked to 
hand over his Monster Munch or else, 

Ken would leap 400 feet in the air and rip 
off the bully’s ears as he descended. This 
art can also induce a delayed reaction and 
just because an opponent is still standing, 
it doesn’t mean that the art of the North 
Star hasn’t killed him. Often, a bad guy 
will have just enough time to say some¬ 
thing nasty to ken before his eyes pop out 
and his lungs burst out of his chest. Smart! 



, ^ 
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“There will be no 
peace Ken. At jast, 
strength itself is 
justice enough”. 


■ ■ Hell, for a start he’s called 
I I iKen - so it’s not a very 
^■Bi^good start is it? Along 
\with this the special moves are 
silly such as the fat guy doing belly ^ 

thrusts. Still if you want a laugh 5 I m OFl Kirr3nO 

’em up you should buy Ranma 2 
1/2 (reviewed on page 64). The tie- 

in with the manga movie is quite smart but other th^n that there’s nothing jaw 
droppingly good. Nobody in the office played this for very long and I don’t think it 
will be popping out of itt box for a w(iile. It is fhereJy proficient and nowadays that 
just isn’t good enough for a SNtS game. I think I’d have to be a massive Northstar 
fan to enjoy this - I’m not so I didn’t. Quite fibor. 




T his game falls into a very defi¬ 
nite bracket. At the moment 
and for obvious reasons, every- 

nno u/rAnf-c fr* Ko iririinn r\n fliA , 

Streetfighter bandwagon. This would b^ 

fine, but so far, nobody has managed to F“r3nl< O'CIonnOf 
capture the technical excellence of that 
product. Fist of the North Star I’m 
afraid, falls into that category too. I’m 
a big fan of the character, the comics 
and the movie. It’s a shame the Super 
Nintendo version is' only average. The 
graphics capture the feel of the anima¬ 
tion almost perfectly and the huge ’ | 
sprites are fluid and well designed. The 
sound effects are for the most part, 
brilliant and crisp samples from*the 
movie. Gameplay however is only 
a short hop above mediocre. If you 
were expecting another Streetfighter^ 
then you’ll be sadly disappointed. It’s 

not tragic and any fans of the corhic should love it to bits. It’s just that all of us 
Super Action boys had to shed a tear or two. 


Frsnk O’Connor 


manca mama 

Comics aren’t the only way to see North Star Ken’s antics. A full length feature film is 
now available in the UK from Manga video. These are the same guys who brought us 
the fabulous Akira. The English versions of North Star feature a strange combination 
of good and bad American dubbing. 

Some of the acting is excellent, while some leaves a lot to be desired. The script, 
translated almost directly from the Japanese text, sounds at times a little ridiculous 
and certainly over-dramatic. The animation is fine and some of the light effects used 
are stunning. Where It really catches your attention is in the violence content. 
Exploding heads, popping eyes and all manner of nasty incidents are standard fare. 

The film quite rightly gets an “18” certificate although there is no swearing or 
sexy stuff. The movie can, at times be confusing. Who are Ken’s actual brothers and 
who are his spiritual brothers? Is the old geezer Ken’s father? If you just sit back and 
watch though, the film Is exactly what it claims to be. An epic assault on the senses. 




“Your power comes 
from years of 
training. Mine is 
passed down in bloody 
from father to son. 1 
will defeat you”. 
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LQPTIME 


n igel Mansell. You have heard of him I presume. Won Sports 
Personality of the Year, you know, that award for aiding the 
advance of British sports and promotion. He races in the States 
now. Lives there too, gets more money so I’m told. Makes you proud. 

Problem is the man happens to be rather a good driver, they even say his driving 
game, soon to be seen on the SNES is really quite good. Now I’m not saying every 
known F-l driver is pushing out a game, but there is a little known FIA driver....The 
man they call Satoru Nakajima. This man 
is little known for his string of victories 
and lesser known for his transfer squab¬ 
bles but he tries. Now that does not seem 
quite a good enough reason to bring out a 
multi million yen project until you remem¬ 
ber that he Is Japan’s only decent F-l dri¬ 
ver and seems to automatically receive 
hero status and royalties beyond your 
wildest dreams. 

Experience the action from the sec¬ 
ond the light turns green to the nail biting 
finish, (will they have gone home before 
he completes the course?) and the che¬ 
quered flag waves you past. 

Anyway I’m being nasty, nasty for the 
sake of extracting a few laughs, not fair. It 
takes serious dedication and a lot of skill 
to even get near a state-of-the-art 
machine like those. The fact that the 
biggest manufacturers of motor cars ever 
to grace the face of this earth Is behind 
you pushing the odd logo on your cloth¬ 
ing, is nothing to do with it at all, I’m sure. 








Going at this spaed 
decisions need plenty of 
planning. The computer is 
seen here insisting on a 
pit stop, mainly because 
your engine appears to 
have exploded. 


DS3© 
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HaLFORDS 

So what’s going on then. Anything new? Well to be honest it 
really isn’t breaking the mould in its approach, the standard 
behind the driver view being used throughout. 

Racing in the hectic world of the F-l Hero is indeed a 
complicated process with the car being in a state of complete 
re-build before each race. They say that the car will go through 
several rebuilds before the actual race with the shape and even 
composition of the body work changed for the conditions. 
Sounds like hard work but no doubt pretty important so you 
need to alter and define the machine that Satori Nakajima is 
going to drive for you. Drive like the wind, drive like no other 
Japanese driver. Go for that chequered flag. And come fifth. 

So you fancy yourself as a mechanic, don’t we all, fixing 
the fan belt with your mothers tights is hardly qualification to 
tinker with the inside of a pneumatic gearbox though. Tinkering 
is all you really can do as each alteration you make doesn’t 
effect the set-up too drastically and you can still be competitive 
even with a bad choice. 

The tyres are by far the best thing to change, pay particu¬ 
lar attention to the weather reports and condition of the track, 
I mean four slicks won’t even get you on the front grid if the 
heavens have recently opened. 





Check the conditions of the 
track before you attempt to 
tamper with the car’s set- 
tinss. Pay particular attention 
to the amount of wetness 
present as choosing the 
wrong tyres means a bad 
drift problem at best but the 
worst scenario means spin¬ 
ning out during taxing 
curves. Overtaking should 
only be attempted on the 
straights, believe me these 
other drivers have no honour 
during corner negotiations. 



►-SPEEDIDTE1 
/ l<fT(/E 

► nissiGiw 1 

SPEED n I 

► DP#:.KE-PDti^EP 
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► *IP-PESISTIi4G- 

-PDIi^EP 


BScQ auTO cape 

Six gears. Phew. That is a serious amount shifting with the timing of the average com¬ 
petition driver being set in the half seconds. Good advice here would be to set your 
car up with the factory settings - and an automatic gearbox to boot, at least you 
won’t be red-lining it round half the course in first or neutral 

Before attempting the courses set you would be well advised to take advantage 
of the helicopter preview available, taken from about 100 feet this shows you not only 


the advised line but the twists and turns, chicanes and hairpins. Designing an F-l cir¬ 
cuit must be a detailed and desperate occupation, these courses are seriously tricky. 
No doubt they have learnt a thing or two from those trendy golf course designers, 
what with their Chinese Swamp _ 


Grass green and their absorbent 
Miami scrub. These courses 
reflect that perfection with 
bunkers on the corners and tyre 
traps around every bend. No 
doubt you are thinking you 
would steer yourself clear of 
these terrors but you won’t. 
The Italian number has a few 
traps I’m sure even Senna would 
need reverse for. Speaking of 
which the seventh and least 
used gear, the reverse does find 
It’s purpose in life stopping at 
the least the most embarrassing 
push start that the average 
spectator so loves to help with. 


before each race you 
tamper with the machine 
eo it comes apart easier 
during the race. 
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SPEEE 
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Three wheels? Yep. 
Motorcycle engine? Yep. 
Handlebars for a steering 
wheel? Yep. Light blue 
paint job? Urmm....Hang 
on a minute. 




Retire? What and go to the 
States? What and bow to 
sponsors and earn a silly 
amount of money? Well O.K 
then but I’ll pretend I can't 
get on with anyone. 


take that biscuit (check out the 5 j fTI O FI K I T T 3 FI G 

Crusty Library), this game is not 
really below par but the standards 

being set right now are so high that It doesn’t stand a^chance. Everything about it 
reeks of mediocraty. I liked the turbo feature - which Isn’t revolutionary, but does 
liven the game up. You tould certainly while Away one of these soggy afternoons 


TRUSTHOUSe FORTE 

Every course has character, every course reflects the people who proudly built it. 
Built it to represent culture and excellence. This holds true for every course except 
the Japanese course. They have a bridge. No one else has a bridge except them. 
Always someone showing off. Only slight problem though is the fact that in the map 
you see the bridge. When you race and expect the same up and over graphic delight 
there is none. Like one of those weird never ending staircase pictures you never seem 
to come into contact with the other track. Weird. 

Anyway, back to driving. The option lies in having a free practice which would 
seem sound advice as competing with the big boys from the 
off might leave you a bit cheesed off with the whole affair 
with just about every car leaving you for still at the green 
lights. Assuming you have selected automatic the gearbox 
gear shifts from two to six are taken care of for you. You 
do however have to time the start by dabbing the top but¬ 
tons to pop the clutch and accelerate away. At first acceler¬ 
ation appears painfully slow, the gears are not changed on 
the redline at all, more timing would come from the average 
granny. I have no idea why this happens to be so but the 
presence of the Turbo helps no end in this department. 




playing this but that’s about it. Time and trouble appears to have been taken over 


Happy GaTER 


the courses but it still doesn’t impress. 



The turbo boost and its usage is an art in the racing circuit. 

To use this boost means greater acceleration and a higher 
top end. The penalty for this use is fuel consumption which 
makes the average Rolls seem a green investment. Since the 
races are held with a single tank of fuel conservation is the 
name of the game and running out of petrol might provide a 
few red faces should the highly alert and race tuned profes¬ 
sional driver resort to getting out and pushing. 

Nowadays most teams are dropping the turbo in 
favour of the bigger VI2 and VI0 engines, which do not 
have turbos of any description. In F-l Hero however you 
get it all with the choice of some serious engines and a 
turbo to stick on it. You are limited in the number of 
boosts available but using them not only brings a scream of 
agony from the engine but also allows some warp factor on the straights allowing your 
humble Japanese friend to reel the opposition in like never before. 

The various levels of competition mean you can start winning in the early stages 
of the game, having only to finish in the top eight to continue to the next round or 
course. Later when everything ties together and you can use the gears - try to avoid 
reverse though, you will need top three rankings to win the championship. 
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5l0h. It really \e quite 
annoying when you ^et 
the tyres wron^ and 
spend most of the race 
watching everyone else 
scream by. 


TOTOL TIME 


lmp time 




O 

CHILDRen CROSSIRG 

Screaming around the track at all speeds has certain 
wear and tear effects on the machine. For starter com¬ 
ing into contact with any of the barriers or the odd 
moving car puts unnecessary strain on the structure and 
something is bound to give way. Pit Stop time. 

The display tells you that a stop Is possible and tak¬ 
ing the option by turning off the grid puts you safely 
ticking over in the team area. As you wait the repairs 
are done and all the necessary tyre changing taken care 
of. Grip is you best ally and looking after the tyres 
means a good pace throughout the race, taking corners 
late means invoking a drift or skid which removes 
essential compound. 

Tweaking the machine for each race means an 
understanding of each course. The list of modifications 
is long and highly involved with exhaust size, brake tol¬ 
erance and suspension tension being available for three or four options. Alternatively 
you can select the help option so invitingly offered by a rather nice brunette and have 
the whole thing done for you. Takes seconds. Same for the real life pit crew too. 
After all anyone who can change a tyre, a wheel, fit a new spoiler and clean the wind¬ 
screen in under eight seconds deserves a hearty handshake. Took the AA nearly an 
hour to get to me and then all they said was that they couldn’t do anything. 


&G9© 



Every track worth the FIA 
attention is featured here 
though don’t mention the 
cigarette sponsorship you 
just signed up for. 






CIRCUIT 3 BRITISH GR 

SICVERSTCHB CIRCUIT 

CGURSE CENGTH 



S atoru Nakajima is a F-l hero. 
True in Japan. Not quite true in 
the rest of the world though. 
The game is no masterpiece, despite its 
looks on the box this has nothing muc|i 
to offer. Graphically it is really quite 
poor. The opposition take short cuts 
across the grass and seem oblivious to 
your presence, smacking right into you 
even when you take the correct line 
and do it clearly. The rear view mirror 
is inaccurate too, cars appear from 
nowhere and soon you arc loosing valu¬ 
able damage points to them as they 
pass straight through you in a effort to 
get by. Sound is again very average, I 
know no doubt the average audibles 
from the cockpit must be quite select, 
in that you would be lucky to make out 
an atomic explosion but to give the 
game an annoying tune and no indica- 



Stei/e atherton 



L. 


tion of other vehicles is a bit of a top-out. With Nigel Mansell set to arrive and F-l 
Exhaust Heat already a firm favourite I don’t think this has much to offer. The 
action is slow and unrealistic, the tuning of the ear a bit pointless. Turbos are a 
good way of improving acceleration but seem also the best way of loosing control. A 
bit disappointing. 
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m not really sure but I think 


n ow let me just get this straight. I 

Ranma might just be the weirdest game of all time. Ranma is a girl, 
or a boy and when she gets wet, she turns into a Panda, or some¬ 
thing. But the panda might be her dad, or her uncle and she might just be a 
boy with long hair. A girl from her school is in love with her and her father 
keeps trying to kill her. 

□IPiniil If that doesn’t confuse you then you’re either insane, or 

you’re just not paying attention. Ranma starts off strange and it 
just gets weirder. I’m sorry. I’d like to explain the plot a little 
better than I have but I just don’t understand It. What I do 

1-^ - understand Is that this Is the eagerly awaited sequel to an earli- 

er Streetfighter clone called Ranma 1/2. It features a host of 
11 » weird and wonderful characters, some good and some bad, but 

Thanks to Cansoie Plus', all bizarre. 

of Mon, West Yorks Weapons and techniques range from odd to inexplicable. 

V If you want a sensible and dramatic oddyssey, then read no fur- 

ife reslewcartriilBe. m r . 

K tel-0532 50044S H ^ Monty Python-related Kungfoolery, 

Hr M,r might just be the game for you. 


3 e\\eve it or not, the 
Panda is by far the 
strongest of the ^ood 
^uys and has a lot in 
common with E. Honda 
out of Streetfighter. 


Oh no! It’s the incredible 
upside down bloke of 
doom. Or is it a ^irl? In 
Ranma, gender is a real 
issue for discussion. 



A 



mum 


























































Yee, the bu0 eyed ^irl 
in the picture above \e 




lots of LaUGFS 

Although we cannot decode the names of the various characters, let’s just give you a 
rundown of what we think they might be called and their respective abilities: 

Ranma: A girl/boy combination who has mastered the ancient Chinese art of 
Kung Fu. Her abilities are impressive and her main attributes are speed and skill. She 
moves fast and performs a wide range of kicks and punches. 

Panda Bloke: Possibly Ranma’s dad, this large and rather fat panda has a lot in 
common with E.Honda out of Streetfighter. He is slow but very powerful. Panda has a 
fast slap technique very similar to E. Honda’s hundred hand ability. Coincidence? We 
think not. 

Bug Eyed Girl: This chick, like her name 
has big bug eyes and an even bigger hammer. She 
leaps around at tremendous speed and gets her 
hammer out to whack you with. The hammer 
gets bigger when she does certain moves and it 
can be very frightening. 

King Of Hearts Bloke: This guy could be 
a refugee from Alice in Wonderland and he has 
all kinds of weapons hidden about his person. 

Watch out for his secret cannon move and keep 
on your toes. 

There are loads more to choose from and 
some are only revealed in certain areas. Look out 
for them all. 




If you want to complete 
Ranma quickly, then you 
could do worse than to fol¬ 
low this brief suide. For a 
start, Ranma is by far the best 
character. Choose this saucy 
little vixen and you will zip 
throush in no time at all. If 
you fight slow characters, 
the best technique to use is 
the rapid punch. Tap the 
punch button quickly until 
Ranma bursts into motion. 
You can now take up to five 
big hits off the bad guys. 




The Kin^ of Hearts 
defends himself with a 
lar^e, plastic coated 
card. This is what 
happens in Ranmaland. 
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T he first thing you notice 

about Ranma Is that it’s com- x , ^ ' ' *11. ■ P 

pktoly strange. Seldom has a 
game ever probed the depths of 
liiiman weirdness like this one. The 

characters are strange, the plot StlGll/e ^tZhertOfl 

unreal and the scenario just plain 
bizarre. The graphics are brilliant. 

Great cartoony sprites and loads of class makethis onj of the best looking Super 
Nintendo games for ages. You’d be mad tp miss it if you’re a fan of the original and 
although it doesn’t quite* match up tq Streetfi^ter 2, it’s a smart game in its own 
right. The music and sound effects merit a special mention, with daft tunes and 
hilarious samples playing throughout the gam*^. 


5t look at the 
Tession on his face as 
s geezer is thrown 
'ou^h the air. That 
d of detail is very 
^i?ical of Ranma 2/i 


maGfc momenTS 

It wouldn’t be a Streetfighter rip-off if it didn’t have magic pow¬ 
ers. Ranma has more magic than a big bag of Paul Daniels’ 
pants. To access the magic moves, you have to perform an 
amazingly intricate joypad manoeuvre, pressing two buttons at 
the same time. Admittedly this is less than complex, but it does 
mean that magic can be accessed slightly faster than most 
games of this ilk. Ranma has very 
Impressive abilities. 

Apart from her strange arsenal of 
kicks and punches, she can unleash a 
tremendous bolt of lightning, shooting 
vertically into the sky. Contact with 
this will knock an enemy straight onto 
his or her bottom. This move is best 
used when being attacked from the air 
and a flying opponent can get in a lot 
of trouble if you keep your wits about 
you. All of the other characters are 
blessed with magic abilities too. Try 
pressing buttons quickly or all at once. 
You’ll find some nice, useful surprises. 


lilHGRE DID IT COITIG FROITl? 

Ranma may ring bells in the heads of frequent arcade 
goers. It plays and looks very much like a souped up 
version of Yie Ar Kung Fu. 

If you’re too young to remember it, Yie Ar Kung Fu 
was a crusty old classic from Konami and the first one on 
one Kung Fu game to feature multiple enemies. 

It was almost stupidly fast, with characters leaping 
about 60 feet in the air as they performed their moves. 
That game was followed up a little later with a rather 
saucy coin-op called Shoalin’s Road. This featured the 
same hero and many of the same baddies, but it was set 
around a simplistic platform environment. It still ranks as 
one of the most addictive video games ever and can still 
be found in some dark, musty, seaside arcades. 


; :v 
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t’s a real problem reviewing this kind 
of game you know. There are now 


As your opponent raises 
her umbrella in a victori¬ 
ous pose, you fall to the 
ground, weeping and 
lamenting your defeat. 


H loans oT two player, one on one neat 
‘em ups floating around and you’re 
spoiled for choice. The original Ranm^ 

game was a smash hit and deservedly F"r3nk O’ConnOf 
so. It came out just before Streetfighter 
and whetted the appetites of those 
waiting for the Capcom monster. This 
sequel is a great improvement over 
the original and a brilliant game in 
its own right. I would not hesitate to 
reccomend it to people who already 
own Streetfighter, but I would buy this 
as well as, not instead of that game. 

The graphics are slick and often hilari¬ 
ous, with gorgeous animation and some 
rather lovely backgrounds. The music is 
typically Japanese and is backed up with 
some rather groovy sound effects. 

Altogether a class product and a very 

worthy follow-up to a fabulous original. If Masaya keep on going like this, they’ll be 
able to give big boys like Capcom and Konami a run for their money. Ranma 2 1/2, 
you won’t see another game like this one in a long time. 






V 
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Heao TO Heao 

Like Streetfighter 2, you can choose to start with almost any charac¬ 
ter and fight in that persona. Your friend can join in at ahy time, 
selecting a character to challenge you with. 

The Japanese text makes it a little difficult to understand the 
various options, but experimentation soon leads you to discover 
that two players can control the same character. The controls and 
the moves remain the same for both players, only the colour of the 
characters changes. This makes the twin battles a little less confus¬ 
ing. Say for example both players choose the panda, one will control 
a black and white panda, while the other player is stuck with a nice 

blue panda. It gets weirder, believe 
me. 

Being able to control the 
same characters is an almost 
essential option as the fighters are 
less balanced than those in 
Streetfighter. In fact, the Ranma 
character is better and faster than 
almost anyone else. This means 
things can get a bit out of hand if 
only one player chooses Ranma. 
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vvt’s a battle of the heavyweights, the main con- 
f tenders - two lads and each one is meaner than a 
rattlesnake in your sandwich box — except one of 
them keeps getting beaten up by a girly. The fight itself 
is set to be the greatest show on earth, more swelter¬ 
ing than the ‘rumble in the jungle’, bloodier than drinks 
with drac and more gripping than Solvite. 

Well what else would you expect? Look at the billing - 
Aliens Vs Predator it says - these two guys are the main creeps 
when it comes to the latest in celluloid terror. Nothing can 
touch them in the FX arena (except maybe Hellraiser) and 
their whole selling point is that they are virtually unbeatable as 
adversaries. What happens when an 
irresistible force hits a completely 
immoveable object? 

So what’s gone wrong here? SCEKE^ 

After that build up you must be wait- 11^**5 “ 

ing for the fight/fright of your life - yjPwiK 

well you’d better start looking else- A. 

where is all I can say. This is as inter¬ 
esting as an evening with Cliff 

Richard. What happens when an | 

irresistible force meets an immove- ^ 

able object...well in this case I'm ■* 

afraid nothing much at all. 


= 2 ^ 






REO 164 00 

= 1 


03 6 OOO 


aCXVStO 17 0 0 0 
■■ ■■■ — * 

JPw 


Either someone has 
switched the li^ht on or 
it's time to indulge in some 
pointless planetary 
violence, Alien style. 
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OK I know this review is going to be a let down - I don’t know 
about you but when I first heard about the idea for this game I 
had very high hopes. The title just oozes sexy violence, great 
graphics and 10,000 pounds per square inch of potential. 

So it stands to reason then that when you flicked to this 
page that you expected to be regaled once again with the fact 
that the SNES has welcomed yet one more of these darned 
‘hastobeplayedatleastoncebeforeldie’ games. I mean come on It 
is stressful to read Super Action each month and find out there 
are another bunch of games that you just must see. But it bugs 
even more when 

SOKE06 5 4 00 MiSnKEOO'S 

you expect great- Lives = 3 ___ 

ness from a game AJPwr 
and get given the 
high hat by the 
programmers. 

So bear 

me - you 

the cons 
and cons the 

game, 
alright, 
take long. 


The aim of the ^ame is to 
fi^ht another bein^ from 
outer space and defeat it 
once and for all (Si^h). 


you II be 
it won’t 


In single player mode you play as the Predator through a regular scrolling beat ’em up. 
Aliens fling themselves mercilessly In your face as you try you’re best to defend your¬ 
self against the shiny black onslaught. 

As you’d expect the floor is littered with all sorts of stuff for you to collect. As 
you kill the Aliens you can collect their skulls for energy or perhaps a weapon. You 
can even pick up a metal ball that glows green - and turns you 
invisible - smart huh? 

y —^ ^ I Right that’s it for one player - in two player you play 

I against a pal: one of you is Predator and the other is an Alien. 

I - I You fight against each other, one of you will either win or fall 

■ j I asleep...erm that’s it.' 


You use three buttons (along with the '-"""T...: ;- 

crosspad) on your joypad and you can ' 

choose which three you want on a set-up 
screen, just as you can decide upon one of three difficulty lev¬ 
els. You can also up your lives to nine every credit - although 
you can never go over three credits. Of the three buttons you 
eventually nominate for use in the game, one is jump, one is 
vaguely named attack and the other is your special button. 
Take it from me though, mano a mano THERE IS NOTHING 
SPECIAL ABOUT THIS GAME! 

The control system, like it’s button names, is pretty vague. 
Spinning kick, 360 spinning kicks, lunging uppercuts, leaping 
ninja footjobs and Judoesque (smart suffix esque isn’t it? You 
can just stick it on the end of any word you want - if you want 
to murder the language that is.) throws. These are the majority 
of the moves in the game but none are too spectacular and 
apart from the odd (and it certainly looks odd) slide there is 
nothing much to get involved in. The secret moves aren’t a par 
on any of the games you’ve played before and if you haven’t 
played any other beat ’em up but are considering this 
then DON’T. 


Thrashing about without clear 
purpose is not the way to behave. 
A smart alien assesses the situ¬ 
ation and becomes a dedicated 
purveyor of inter-stellar junk. 



f ^‘4 
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ow on earth did these two 
get together for a spot of 
diplomacy? 


■ linter-planet 
Anyway the outcome should be 
pretty obvious as the Alien should 
time, what with acid for 


win every 
blood and all that. To return to 
the real world and a learned com¬ 
ment on this game, what should be said? It sucks. It>as nothing to offer at all 
except maybe a wicked title that sets the scene for dynamic adventures in program¬ 
ming. Dynamic it is not, the action is ^low, the gameplay terrible and the effects are 
hardly worth a second glance. Worst of all I just don't get it. Call me ignorant but 
what is the point of it all? My reality concept Is shattered. 


When you are playing \A/ith two of the most worrisome charac¬ 
ters in film history you’d expect to be a little scared - or at 
least see why the little ones might be if they watched the film. I 
can tell you now that when you’re playing this game it’s not a 
pretty sight, it’s so awful it’ll make you puke - these are some 
of the worst graphics you’ll find this side of an Atari ST. 

The main sprites are quite large and to some degree they 
do represent (physically at least) what they are supposed to. 
They don’t have the backing of Ridley Scott’s lighting or 
the claustrophobia of an Amazonian forest as you’ll find 
— in their respective films. Still, for whatever reason. 
Predator looks like a Ninja Turtle and the Aliens 
appear as hobbling old men. 

The backgrounds you are presented with change 
every now and then and you aren’t always attacked 
I ^ * from one direction - sometimes they burst through 


The back- grounds are 
badly drawn, the game- 
play is jerky, sprites are 
dull and any other cliche 
that you can apply to 
this game. 


H ow this happened I’m not too ^ 

sure but I’m not happy about l■l& WmI I 19 

it. This could have been one hell 
of a game and if the programmers 
didn’t think they were up to the stai^- 

dard of the licence they were messing SifTlOn KirrSFlGl 
with they should have left it alone. The 

graphics are shoddy, characters slide in _ 

mid air as if on a bank of pixels, the 

see this kind of work on the SNES when 

profit can be made franc a game that - ^ 

hushed anticipation of the Allen 3 game ' m u; . 

which I have heard is pretty neat stuff. 

If it is even remotely presentable, don't give this offering a second glance, skip right 
by and never look back as Aliens vs Predator sure ain't no contender. 
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ZAP COMPUTER GAMES 

TECHNO HOUSE-LOW L7\NE-HORSFORTH 


LS1 S 4DF 


Me 


^wiromE 


r-rn 


32 5*9 0 * 0*77 

LOW LOW PRICES - ALL THE LATEST GAMES & MACHINES - 
SUPER QUICK DELIVERY - NO SILLY MEMBERSHIP FEES REQUIRED 
TO BUY. OUR MOST FRIENDLY STAFF ARE WAITING FOR YOUR CALL 


ZAP HOURS: 9am-7pm Mon-Fri • 9am-1.30pm Sat. and Sun. FAX NO: 0532 586523 





NEO-GEO 


PAL OR 
SCART 


S279 



FATAL 

FURY 


£49 


.99 


^ f^SUPER NES • ^FAMICOM ^MEGADRIVE 


MEGADRIVE 

Zk £ 1091 " 


: us SUPER ms 

+ GAME Of YOUR CHOICE 

S £ 149 -"" 


STAR WARS . £54.99 

MICKEY’S MYSTIC QUEST . £49.99 

STREETFIGHTER II . £54.99 

J MADDEIY 93 . £42.99 

NHLPA HOCKEY 93 . £42.99 

FATAL FURY . CALL 

MARIO KART . £42.99 

IREM SKINS GOLF . £44.99 

ALIEN III . CALL 

ALIEN VS PREDATOR . (AI.L 

DESERT STRIKE . £43.99 

WARP SPEED . £43.99 

COMBATRIBES . CALL 

TERMINATOR 2 .C4LL 

T2 - JUDGMENT DAY . CALL 

SPIDERMAN - X-MEN . £42.99 

OUT OF THIS WORLD . £44.99 

NCAA BASKETBAI.L . £41.99 

ZELDA III . £38.99 

ACTRAISER . £39.99 

SOUL BIADER . £44.99 

COOL WORLD . CALL 

TINY TOONS . CALL 

ROAD RUNNER . £41.99 

CHUCK ROCK . £39.99 

KING OF THE MONSTERS . £39.99 

POWER MOVES . £43.99 

LEMMINGS . £39.99 

ROBOCOP III . £34.99 

BEST OF THE REST . £43.99 

BLAZE ON . £34.99 

SUPER ALESTE .£39.99 

WORLD LEAGUE SOCCER .£36.99 

SIM CITY .£39.99 

AXELAY. . £44.99 

IMPERIUM . £34.99 

KA-BLOOEY. .£34.99 

SUPER PLAY ACTION FOOTBALL .£37.99 

RACE DUnaN THQ .£34.99 

RAMPART .£37.99 

BARTS NIGHTMARE . £41.99 

MAGIC SWORD .£34.99 

PRINCE OF PERSIA . £42.99 

GUN FORCE .£37.99 

WINGS II . £43.99 

GHOULS & GHOSTS .£36.99 

SUPER BATTLE TANK .£36.99 

KRUSTY’S FUN HOUSE .£37.99 

CONTRA III .£3.9.99 

Q-BERT 3 .£34.99 

POPULOUS .£3.9.99 

HOOK . £35.99 

SKULJAGGER .£35.99 

CASTLEVANIA . £39.99 

EQUINOX . CALL 

MYSTICAL NINJA . £39.99 

ROAD RIOT .£3.9.99 

PHALANX . £39.99 

DOUBLE DRAGON .£39.99 

FACEBAIT 2000 .£39.99 

JIMMY' CONNORS TENNIS .£3.9.99 

STRIKE GUNNER .£39..99 

NIGEL MANSELL GRAND PRIX . CALL 


t^FAMTCOM 'Y’Apg) 


TINY TOONS .£4.9.99 

STAR WARS .£49.9.9 

RUSHING BEAT II . £49.99 

COMBATRIBES . £47.99 

RANMA 'A II .£47.99 

HUMAN RACING . CALL 

FATAL FURY. . £49.99 

PARODIUS .£44.99 

STREETFIGHTER II . £54.99 

2020 BASEBALL .£4.9.99 

BATTLE TECH . CAI± 


Our premises are bulging with games, so if you 
don't see what you want do not despair Just call! 

All Postal orders and credit card purchases will be 
whisked to you the same day. All prices subject to 
nd packagina - 


change and availability. Post and packaging - 
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FINAL FIGHT II . CALL 

NAXAT SUPER PINBALL . £44.99 

NOSFERAT U . CALL 

DEVASTATOR . CALL 

JUNGLE WARS . CALL 

BATTLE GRAND PRIX .£33.99 

SUPER FI CIRCUS .£33.99 

ADVENTURE ISLAND .£2.9..99 

PSYCHO DREAM . CALL 

SOLS TICE II . CALL 

SUPER GOLDEN FIGHTER . CALL 

TOP RACER II . CALL 

VIDEO KIDS . CALL 


BART VS SPACE MUTANTS .£34.99 

TASK FORCE HARRIER .£27.99 

WINTER CHALLENGE .£24.99 

OLYMPIC GOLD .£24.99 

YS III .£39.99 

BULLS VS LAKERS .£36.99 

GALAHAD . £34.99 

TERMINATOR I .£34.9.9 

MEGA-LO-MANIA .£36.99 

SMASH T.V. .£34.99 

MARBLE MADNESS .£32.99 

SUPER VOLLEYBALL .£22..99 


^lEGADRIVE ^ 

VIEWPOINT . CALL 


SHINOBIIII . CALL 

POWER MONGER .£35.99 

ROLO TO THE RESCUE . £35.99 

CHAKAN THE FOREVER MAN . CALL 

OUT OF THIS WORLD .£36.99 

PGA 11 .£36.99 

STREETS OF RAGE II .£36.99 

MICKEY’S WORLD OF ILLUSION .£36.99 

ROAD RASH II .£36.99 

ECCO .£36.99 

FLASHBACK .£36.99 

LOTUS TURBO CHALLENGE .£34.99 

TERMINATOR II - THE ARCADE .£34.99 

BATMAN RETURNS .£34.99 

SONIC II .£34.99 

WWF .£36.99 

RISKY WOODS .£36.99 

BIO HAZARD BATTLE .£34.99 

SHADOW OF THE BEAST 2 .£32.99 

TOXIC CRUSADERS .£32.99 

STEEL TALONS .£35.99 

LHX ATTACK CHOPPER .£35.99 

CAPTAIN AMERICA .£37.99 

UNIVERSAL SOLDIER .£32.99 

PREDATOR II . £32.99 

TEAM USA BASKETBALL .£34.99 

GREEN DOG . £34.99 

GAME GENIE . £39.99 

SUPER HIGH IMPACT .£32.99 < 

SPORTS TALK 93 .£34.99 ' 

J. MADDEN 93 . £34.99 

CYBERCOP .£39.99 

THUNDER FOX .£34.99 

ATOMIC RUNNER .£33.99 

SUPERMAN .£36.99 

AUENS VS PREDATOR . £38.99 

SIDE POCKET .£34.99 

AQUATIC GAMES . £24.99 

DRAGON’S FURY .£33.99 

TEST DRIVE II .£33.99 

ROAD RASH .£29.99 

ROLLING THUNDER II .£34.99 


VIEWPOINT . CALL 

SENGOKUII . CALL 

SIDE KICK SOCCER . CALL 

FATAL FURY II . CALL 

ART OF FIGHTING . £165.00 

WORLD HEROES . £139.99 

BASEBALL STARS II . £129.99 

KING OF THE MONSTERS II. . £134.99 

THRASH RALLY . £119.99 

LAST RESORT . £129.99 

ROBO ARMY. . £119.99 

SENGOKU. . £119.99 

MUTATION NATION. . £119.99 

SOCCER BRAWL . £119.99 

ASO II . £95.00 

KING OF THE MONSTERS . £95.00 

BURNING FIGHT . £95.00 

MAGICIAN LORD . £95.00 

2020 BASEBALL . £95.00 

NAM 75 . £65.00 

BLUES JOURNEY . £65.00 

BASEBALL . £65.00 

CYBERLIP . £65.00 

LEAGUE BOWLING . £65.00 

TOP PLAYERS GOLF .£65.00 





ORDER FORM 

Send to this address: 

ZAP 

TECHNO HOUSE 
LOW LANE. HORSFORTH 
LEEDS LS18 4DF 


NAME 


CUT HERE c 


ADDRESS 


POSTCODE 


Please rush me the following litiPHONl 


NO. 


ITEM 

PRICE 

POST/P 

TOTAL 

























Please make cheoues/PO’s GRAND TOTAL 



Credit card number 


Expiry Date 


□ □ □ 

Cheque Credit Card Postal Order 



' ' ^ 
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The BifflHV bases uere finally set afire. I escaped tie 
Pl»Bt at tie speed of lisht, tbe elare of tbe Planers 
ejplssion at h? bad:, Ihe aliens HIST hawe bece 



Followthe road e\^r\e\ These 
little clues to direction mean 
less aimless wandering. 


Li^ht years ahead 
yet nostal^a still 
plays a vital part. 
Here your craft is 
fashioned after a 
medieval dragon. 
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rmiks to Console Plus 
of Holton, West Yorks 
for supplying the ^ 
review cartridge, m 
tel: 0S32 50044S ■ 

mm 


Forset anything fixed to the 
scenery or glowing blue. As 
far as I could make out they 
were indestructible. Don’t 
waste your fire on stray craft 
either, only commit yourself 
to the immediate threats. Try 
to move as fast as possible 
as believe it or not the bul¬ 
lets tend to miss you as they 
are always fired a bit late. 
The end of level bosses can 
only be defeated by accu¬ 
rate fire on your part and 
employ some patience. 


D ragons. This word conjures up vivid pictures of huge fire 
breathing reptiles. Reptiles that used to give the average 
armour-clad hero a bit of a hard time before he finally got 
to marry that blonde princess stuck up the tower. 

Dragons. Not exactly the first thing to model a space-ship on if you 
fancy saving the odd planet. Here saving not an odd but funnily enough your 
own planet is the order of the day with your people in dire danger of being 
enslaved etc. etc. in a game oddly called Syvalion. I have no Idea what 
Syvalion is or means but I do know that it appeared in the arcades a while 
ago and that would appear justification enough to allow a SNES conversion. 

As I mentioned before the task in hand involves saving the planet Earth. 

Earth it transpires is in immediate danger from cyborg cells which mutate 
and form many horrific monsters. You, in all your wisdom have decided to take mat¬ 
ters into your own hands and head for the home planet of these enemies to wipe 
them off the face of the known galaxy. 

It will be a tough mission to complete, the enemy has some Impressive defences 
that you must traverse in order to meet the end of level bosses and win the level or 
chapter. Your weapon Is the dragon Itself and your only means of attack appears to be 
the fire that spurts from the nostrils of this machine. 


tilled bv the expiesiDR, Just 1 fomd a snail 
being stoct m wy abdaHea—right before it disappeared. 
The fact tbis snail creartiire iias 
alius, deep iiiside h? bcdv. 1 uas disurbed-itrfi 
i»t 3 i<Sf t be?”-but I contiraiBd to head for Eartb uitbo^ 
tAouins that, this thins uas one of the alia’s "c8lls^ 

































a Hanoy bucket of ujaxER 

These potential earth conquerors seems to be loosely based upon mythological beings 
or various life-forms from earth. It’s a pity that life as we know it will be destroyed in 
their great plan should you fail but hey, we humans have always been a bit sentimental 
when it comes to ourselves (we didn’t shed any tears over the Dodo, did we?).. 

Completing the chapter means the final sentence of being locked in the end 
of level room with an exceptionally large boss. The boss might be anything from a 
mutated sea urchin to a rather angry Cyclops, complete according to both tradition 
and mythology with the obligatory glowing boomerang of death. 

To kill the beast involves breathing the fire and after a good while the combat 
ends with a huge and really quite impressive explosion. The boss signifies the end of 
the chapter and you are now entertained by a rather tacky story, no doubt the result 
of some serious translation work. The story begins with your descent to the planet 
and passes through ship invasions and ends with a horrific discovery. To keep the 
options open for the odd sequel you are left with a bit of a 
cliff-hanger, a cyborg unit has managed to hop aboard your 
body and take up residence in your stomach. Hmmm. Thinks 
certainly look bad as you head for Earth, chuffed to bits that 
humanity is saved but a tad reflective as you unfortunately saw 
Aliens the other week. 




a mOUTH FULL OF FOUR STBR 

The power of the fire depends heavily on the fire indicator at the bottom of the 
screen. Each time you breathe your firery breath the energy bar is reduced along with 
the range. Spend too much time burning out a particular installation or craft and you 
will find no reserve. To keep the bar constantly topped up means keeping up speed 
through the chapter. This is pretty easy in the primary stages but when the scenery 
starts getting cluttered you will have to slow down in order to pass through the nar¬ 
row gaps and avoid gun-fire. 

During each chapter it is possible to upgrade your weapons, though only for a 
brief time as shooting particular targets reveals smart bombs or if you are real lucky 
extra lives and one-ups. The smart bomb sequence puts the dragon into a state of 
immunity with a series of stars surrounding it which home in on any enemy craft in the 
immediate area. Most of the fixed weapons appear to be indestructible, even if they 
aren’t then it is impossible to hang around for any length of time smothering them with 
fire to find out. 

When you first begin a life or chapter the dragon ship is a beautiful shade of gold, 
taking hits or colliding with certain areas puts a red tint on your exterior. The red 
starts at the tail and slowly works its way up the body to the head. When the head 
goes the terminal red a nice sequence of explosions announces your death. You have 
three lives and these will not go far should you decide to jump in that the deep-end 
and take on the combat chapter of the game. It won’t help your confidence at all to be 
told In no uncertain terms that you have failed miserably. Still, mucking up the future of 
all mankind deserves the odd sarcastic comment eh? 
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I t is a coin-op conversion no doubt 
about that. Just by reading the plot 
you should be able to deduce the fact 

I The gameplay Is extremely repetitive 

i and absolutely nothing different occurs. StlGl/G 3thG!rtOn 
The scenery remains the same, the 
enemies do not change and to crown it 
all it only appears to have five chapters. H 
Hardly the challenge t)f a lifetime. || 

Control of the dragon is pretty tough as « 
the craft is quite quick in a weird sort 
of way. Well at least the head is - the | 
rest of the body seems a bit slow to ’ , 

catch up. The training section is a good 
idea though the remarks on your 
performance are hardly encouraging. I 
Once you have mastered and won the *1 
conflict then the only option left is the | 

time trial where it all happens against . n ^ 

the clock, race around and get as many 

points as you can before you complete the level or you die. This game 
is not too good. It looks alright and sounds a bit creepy but the gameplay is 
repetitive and a bit boring. I completed it in a day so that does not shout volumes 
I as far as the gameplay is concernerned. It didn’t light my fire. 


iDimon Kirrane 

O h no, how dishwater dull 
is th is? Quite dull actually, 
completed in a day it holds 
nothing new for the gameplayer. The 
idea of flying a dragon spacecraft 
although vaguely interesting adds 
nothing to the game. With this, and 
the repetition throughout it really is an 
avoidable game. I can’t believe that 
games like this ntake it to the shops, 
are the programmers of Syvalion 
unaware of Parodius? It's not so much 
a^shoot ’em up, more of a wander 
about for a little bit ’em up. 


Everything has 
0one red. This 
means my candle 
of existence is 
about to be 
snuffed. 


Save your fire, 
you sure will need 
it when the ^ame 
hots up.(0roan). 




I 






H 

1 . 

1 





Anything nailed down 
isn't worth the e-ffort, 
just concentrate on 
the mobile enemies. 
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FIRE S.NES Games Converter (Plays Pilotwings & Super Mario Kart) 
NOW only £12.99 ( + £1.50 P&P) 

Pra Action Replay - £39,99 
Fire Joy Card - £10,99 Carr'v Case £17,99 


. ONCE YOU'VE TRIED 

. WS YOU'LL NEVER USE 

PLUS! ANYONE ELSE AGAIN 

r*^ n SALES HOTLIME (0532) 500445 OR 0345 0900^9 “ |E^- 
265 SELBY ROAD, HALTON SHOPPING CENTRE, HALTON, LEEDS. LS15 7JR 


SUPIR NINTCNDO TITLCS All AT £39.99 

Unless otherwise stated 


T“0#> ii 


SPECIAL OFFER* 
*£ 37 . 99 * 

Actraiser 
Addams Family 
Adventure Island 
Arcana 

Area 88/UN Squadron 
Bart's Nightmare 
Baseball Sim. 1000 
Bill Laimbeers Basketball 
Castlevania 4 
Caveman Ninja 
Chessmaster 
Dimension Force 
Darius Twin 
Dino Wars 
Drakken 
E.D.F. 

Final Fantasy 2 (£49.99) 
Ghouls n’ Ghosts 
Gradius ill (£34.99) 
G.Foremans K.O. 

Home Alone 2 
Hook 

jack Nicklaus Golf 
john Madden Football 


Krustys Fun house 
Lagoon 
Lemmings 
Magic Sword 
Mystical Ninja 
Paperboy 2 
Parodius (Jap) 
Pebble Beach 
PGA Tour Golf 
Pilotwings 
Pitfighter 

Play Action Football 
Populous 
Race Driving 
Rival Turf 
Robocop 3 

Romance of 3 Kingdoms 
Sim City (£34.99) 
Spanky’s Quest 
Streetfighter2US(55.99) 
Strike Gunner 
Super Battletank 
Super Bases Loaded 
Super Bowling 
Super Contra 3 
Super Offroad Racer 


Super R-Type 
Super Smash TV 
Super Soccer (£34.99) 
Super Soccer Champ 
Super Tennis (£34.99) 
Thunder Spirits (£39.99) 
Top Gear 

True Golf Classics (£34.99) 
Wanderers from Y's 
World League Soccer 
WWF Wrestlemania 
Zelda III 


BAHLE GRAND PRIX 29.99 
F ZERO 29.99 
GOLDEN FIGHTER 34.99 
KING OF THE MONSTERS 34.99 
FI CIRCUS 34.99 
TURTLES IV 34.99 
MUSYA ALESTE 29.99 
PHALANX 34.99 
ROCKETEER 29.99 
PRINCE OF PERSIA 39.99 
RPM RACING 29.99 
WORLD CHAMP BOXING 29.99 


OFFICIAL UK SUPER 
NINTENDO SYSTEM 
SNES STREETFIGHTER 2 PACK 

£154,99 

Version also available with UK-US/JAP 
convertor plus a game of your choice 
(up to £44.99) - NOW Only £194.99 inc.P&P 


NEW RELEASES: CALL 

CALIFORNIA GAMES 2 
COOL WORLD 

HALEYS HUMUNGOUS ADVENTURE 
AMERICAN GLADIATORS 
SIM EARTH 

SUPER DAVIS CUP TENNIS 
SUPER VALIS 4 
TOM & JERRY 
HERO 

HUNT FOR RED OCTOBER 
CYBERSPIN - £39.99 
BULLS Vs BLAZERS - £39.99 
GODS - £39.99 
ROAD RUNNER - £39.99 
CHESTER CHEETAH - £44.99 
WING COMMANDER - £44.99 
WARP SPEED - £39.99 
TEST DRIVE 2 - £39.99 
SUPER GOAL - £39.99 
PUSHOVER - £39.99 
SPIDERMAN/XMEN - £39.99 
CHUCK ROCK - £39.99 
FATAL FURY - (JAP) £54.99 
STAR WARS - CALL 

NEW TITLES ARRIVING DAILY 
- CALL FOR LATEST RELEASES 




ST, AIRDRIE 




SUPER NES GAMES 



SUPER NES STREETFIGHTER 
PACK ONLY£145.99 
LIMITED STOCKS PLEASE 
CALL PLUS BUY ANY 2 SNES 
GAMES A SAVE £10 ON 
ULTRAMAN 


PIT FIGHTER.£39.99 

MARIO PAINT .OUT SOON 

AXELAY.£39.99 

MARIO KART.£44.99 

SUPER KICK OFF.£39.99 

EXHAUST HEAT .£39.99 

POPULOUS.£39.99 

ADDAMS FAMILY.£38.99 

CASTLEVANIA IV.£32.99 

LEMMINGS.£44.99 

UN SQUADRON .£44.99 

ULTRAMAN.£32.99 

ADVENTURE ISLAND .£39.99 

PRDBDTECTOR.£39.99 

RIVAL TURF .£38.99 

TMHT 4.£39.99 

TOP GEAR.£39.99 

PAPERBOY.£34.99 

SIM CITY.£34.99 

ZELDA .£34.99 

F-ZERD .£32.99 

R.TYPE.£32.99 

SUPER SOCCER .£32.99 

SUPER SMASH TV_£39.99 


STREET FIGHTER 2 ..£55.99 

FINAL FIGHT.£44.99 

SUPER ALESTE.£38.99 

SUPER WWF.£39.99 

CAVEMAN NINJA.£44.99 

DRAGON'S LAIR.£39.99 

WAR SPEED.£42.99 

BOXING.£42.99 

TEST DRIVE 2 .£44.99 

SIMPSONS .£44.99 

BLAZING SKIES.£32.99 

PILOTWINGS.£34.99 

GHOULS A GHOSTS . . .£42.99 
SUPER MARIO WORLD £39.99 

ANOTHER WORLD.£39.99 

ACTRAISER .£44.99 

RACE DRIVING.£39.99 

ROBDCOP 3.£38.99 

HOME ALONE.£38.99 

SPIDERMAN A X • M E N . £ 3 9.9 9 
BART'S NIGHTMARE .£39.99 

PUSHOVER.£34.99 

KRUSTYS FUN HOUSE £38.99 


ALL ITEMS SUBJECT TO AVAILABILITY. ALL GAMES UK VERSIONS 
AND MAY NOT YET BE RELEASED. PLEASE CALL 



CALL FOR 
NEW GAMES 
LIST!! 

r _ 

VISA 



CONSOLES & ACCESSORIES 


SNES ACTION REPLAY PRO.£39.99 

ORIGINAL SNES CONTROLLER.£12.99 

SNES STEREO A/V CABLE.£14.99 

SNES COMMANDER PAD.£19.99 

CAPCOM STREETFIGHTER JOYSTICK.PLEASE CALL 

SNES SCOPE + 6 ACTION GAMES.£55.99 



SNES ACTION SET.£154.99 

Includes SNES Control Deck, Hi- Tech Controller, SNES Scope + 6 Action Games 

SNES ENTERTAINMENT SET.£120.99 

Includes 1 Controller, SNES Control Deck & Super Mario World 

SUPER CON 2 CONTROLLER.£11.99 

POSTAOl AKD PACKINOt OAMIS 95p ACCISSORIiS £1.25 
- CRIDIT CARD ORDIRS SIHT SAMI DAY- 


ALL GAMES UK VERSION 

We accept Access, Visa, Master Card, American Express, Diners Club, 
Style, Switch, Cheques & Postal Orders. 





















































































T here are certain things in this world which are undeniably cool. 

One of these things is to ride across the Gobi desert on a large 
Aprilla motorbike (without getting lost), another is to get ham¬ 
mered in a bar with Dinosaur Jr. For me though one of the coolest things 
in the world is to curl up in front of the telly with a big bag of Cheetos and 
watch movies. Don’t worry, there is a link in here - the hero of To Cool To 
Fool Is the feline funster Chester Cheetah - the Cheetos Cheetah. You can 
keep your Curly Colin - who is obviously suffering from hyperactivity due 

his high intake of E numbers. Chester 
is so laid back he’s falling over. 

Unfortunately he’s stuck in 
Squaresville at the Four Corners Zoo 
under the strict supervision of keepermeis- 
ter Mean Eugene and his mutt. Chester had 
this all in hand at one stage, due to his 
stowing away his Harley and nipping out 
and about. All this has come to an end 
under the new regime though - Eugene got 
wise and wrecked the bike, hiding it in vari¬ 
ous parts of the Zoo. Help Chester get his 
wheels back and head off to hip city - it’s 
where all the cats hang out. 






rkanks to Console Plus! 
of Holton, West Yorks 
for supplying the 
review cartridge, 
tel; 0S32 S0044S 


Here’s Mean 
Eugene and 
Grunt making 
off with the bike. 
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COOL FOR cars 

If you aren’t so sure of what Cheetos 
are, then I’ll explain - they’re cheesy 
snack treats that melt in the mouth and 
originated in good ol' America. Our 
Chester is the guy who advertises them 
all over the globe, so he’s pretty famous. 
You know, I ran Into him in Egypt just 
the other day... 

The only problem is, he’s supposed 
to be way-cool (as it were) and we all 
know how difficult it is for advertising 
agencies to come up with characters 
that the public don’t ridicule. For exam¬ 
ple how cool is the guy In the Sega ads? 
He doesn’t have any mates apart from a 
fat hairdresser and a psychotic young 
lad, he puts gel on his hair and he’s real¬ 
ly smarmy. See It doesn’t work does it? 
Oh yes, if that guy is so ace why is he 
wasting his time with Sonic? 

Chester’s OK though, even if he 
looks a bit daft in the adverts but this 
game has saved his bacon with the help 
of some humour - which Is really shining 
through on the SNES (see Sonic 
Blastman, Roadrunner, Chuck Rock and 
anything by THQ - but that last one is 
funny for all the wrong reasons). 

When the Harley cat finds a guitar 
he will have you rolling - he plays some 
mean riffs, bouncing around the screen 
like a demented erm... Cheetah, while 
In the background the scenery moves In 
time. Check his moves out on the left. 


0) O. c 


TOO COOL 


7H 






















































NO, we not a 
pipe dream! 
The 0ewer 
hold lots of 
surprises... 


ITS noT GOinG TO B€ 6asy 

Joining in the left to right scrolling bonanza, it is your job to fill 
Chester’s boots and help him find his bike - but it’s not going 
to be easy. There are many hazards out there, all sorts of 
weird monsters to avoid or destroy though you can only 
bounce on them. Mean Eugene has also let his dog “Grunt” out 
who comes along each level to screw up your life with increas¬ 
ingly crazy contraptions - he’s taken a leaf out of Wile E 
Coyote’s book with a vengence. 

Along with finding Chester’s dream machine there are lots 
of other items to collect along the way. Paws give you extra 
power and paw badges award you an extra credit, once you 
have collected 100. Other items for you to collect include 
Sunglasses, which darken the screen to reveal further badges, 
sneakers to sprint with (use the L or R pads). There is a skate¬ 
board to take you over to the bonus stages and finally that gui¬ 
tar which Chester plays so intensely that it blows 
any enemies you touch off the screen. 
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The first thins you have to 
work out in the game is the 
path to the bike parts and 
this doesn’t take an age. 
After this you have to work 
out your timing as once you 
get it right you should be 
able to zip through. Also 
keep an eye out for Grunt 
Mean Eugene’s mutt, he 
turns up on every level with 
a new contraption - these 
are easy to get past but you 
have to dodge them, so 
never tackle them head on. 


to FOOL? 


I 


































Stei/e atherton 

F irst time you take a look at this 
gam6 the Earth doesn't move 
and you find yourself reaching 
for a Woodbine. However if you sit 
down and start play a bit, it is really 
quite enjoyable. The plot leaves a bit to 
be desired, I mean if America's most 
popular crisp is marketed on a '60s 
concept then I would seriously worry. 
Still it all seems *Worth the cringe as 
this is not a bad game, the effects and 
puzzles are straightforward, the char¬ 
acters allthough damn weird are realy 
quite cute. Not bad at all. 


6ailin^ through 
the air is a 
tricky stunt to 
work out. 


Leap for the 
glasses to reveal 
hidden bonuses. 


LaUGH yOUR SOCKS OFF 

Although the main philosophy behind ‘Too Cool To Fool’ 
seems to be to have a laff riot there is also another premise: to 
get yourself so wound up in puzzles and conundrums that your 
head hurts. 

There are different examples of this throughout the game. 
On the first level you have to dodge past all the perils coming 

your way, negotiate a set 
of pipes and then find part 
of your bike. After this 
you have to continue the 
game recruiting different 
Zoo animals, seeing others 
off and piecing together 
your bike and learning 
new tricks. 

It is possible to get 
through the game without 
a scratch, though this will 
take quite some time 
before you get to this 
standard in a level - let 
alone all five of them. For instance on the second level you 
have to learn to how to swing by the vine and then use the 
sneakers to build up a sprint to get some extra flight. Don’t 
think I’ve given anything away by telling you that though, getting 
the timing right and knowing where to get your landing gear 
down is just enough to make you lose your cool - big style. 




Cheeky monkey. 
This ^uy helpo 
you complete 
level two. 


j -j 


T he graphics in Chester Cheetah s / 
style-Hle of a game really hit \ 
the mark. It takes a classic car¬ 
toon angle but then with this main 
character it would pretty difficult to c^o 

anything else. Now, you might not have Sjmon KlPrsne 
noticed it but this is a tough area to be 
working in even for a wild beast with 

panache - if you check out Tiny Toons ||iSNESSBCS{^iSBB59ll^*SSSfi^^^ 
on page 50 then you'll know what I 
mean. The Toons and Roadrunner from ^ 
last month are certainly good company 
to be in keeping with, however if the 

game isn't up to scratch then the sales ' ||[« ^ Va^JIIIIIIIIMvi^^Ei 

figures will eat it alive - it's a jungle out B|fnEf5n”^fn 
there. This is where the game eventually 
does fail. The game is not easy, bu^ this' 
is more due to technique than any of * 
the puzzles that are included. After you ^ 

have conquered the methods of com- ^ i ^ J 

pleting a level nothing else holds much 
mystery - not least because there are bloody great arrows everywhere telling you 
where to go. Along with this the parts of the bike that you are looking for glow like 
cows from Chernobyl. It doesn't take Sherlock Holmes to suss out where to head 
for. This is a great pity because apart from all this it is a fun game and gives you a 
good chuckle - you just stop laughing quicker than you think, though. 


Simon Kirrane 


7G 
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’^Nlnfwndo^ 


TV TUNER + Stl^l<IIC 2 
ames iHiim T.V. tuner 


WIN AMIGA A600 OR 
AMIGA A1200 

Choose between the 
new 36 Bit A1200 or 
t:he trusty A600 


Every episode of the original series 
worth over £400 


^ ^ WORTH OF GAMES 

S39 404094 Run riot in a game 

store! 

IMS Ltd, P.O.Box 28, Northampton NNI 5DS 

Calls cost 36p (cheap) 48p per min (all other times) per min. Max call time 7.5 minutes. 
Multiple choice questions, with decider. Please be sure that you have permission to make this call 






INFRA RI^OTSTICK 

YoUr choice! The 
conti^ol th^e ai^cade 


macHiJI^e or the^able 
%ree infra red 




















The SUPGR dCTIOFI winter consumer electronic show feature 


t’s like a vast,n 

glittering, American m 
Babylon. A gambler*s Ha 

paradise. If you want sophisticated, diverse 
entertainment, forget it. If you want to 
spend your life savings in a cavalcade of 
light, noise and smoke, then this is the 
place for you. Las Vegas is the traditional 
setting for the annual Winter Consumer 
Electronics Show and perhaps the weirdest 
place on Earth. 


■ 

■ 

1 

■ 


■ 


■ 
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viva las vegas 


T he Consumer Electronics 
Show is the showcase for the big 

boys in electronic entertainment. Here, the 
latest in hi-tech wizardry is brought into the 
public eye for the first time. Sony, 
Matsushita, Sharp, JVC and thousands of 
other hardware giants display their wares. 
The huge stands dominated by blaring 
loudspeakers, curvy showgirls and incredible 
light displays. New products are diplayed, 
stacked high and brightly lit. All these 
masterpieces of grandiose vanity pale into 
insignificance beside the largest exhibition at 
the show...the Games hall. 

The Vegas show is split into two dis¬ 
tinct sections. There is a main hall for 
the Audio/Video stuff, where wide 
screen television sets vie for attention 
with car stereos. This section is bedlam. 
Thousands of middle aged gentlemen in 
grey suits mill around, circling for hours 
looking for something new. The noise 
is unbearable. 

The video games are set aside. The 
industry is far larger this year than it was 
even in the heyday of the Atari VCS. 
Money talks and in the video game sec¬ 
tion, it speaks volumes. The main hall is 
vast. Like some modern day cathedral. It 
is packed to bursting with new age pil¬ 
grims. Sega, surprisingly enough, seem 
to have the largest stand. A fairly big and 
wide open area is dotted intermittently 
with Megadrives and mega CD units. A 
few people stroll by, stop for a moment 
and stroll on. 

The centrepiece of the Sega area is a 
large stage, where events and demon¬ 
strations occur, all day long. Sega show 
off their new control device, a group of 
infra red beams which when broken by 
body movements, activate control func¬ 
tions on games. The crowd are disap¬ 
pointed, the device seems to be slow to 
use and less than accurate. Wandering 




around proves fruitful. Loads of 
exhibitors are showing off Nintendo 
stuff. Sony, Acclaim, Interplay, the list 
seems endless. Something is missing 
though. No specific Nintendo area. 
What’s going on? A quick enquiry 
reveals that the Nintendo area can be 
found at the far end of the main hall. 
Through a maze of stalls and flashing 
lights and you’re there. 

A covered walkway and a thick red 
carpet lead the way. Through a glass 
door and you find yourself in the 
Nintendo exhibition. It is vast. 

This year, Nintendo were more than 
pleased to announce that the Super 
Nintendo Entertainment System has 
finally and undeniably trounced the 
Megadrive. Nintendo now have 70% 
of the American 16 bit console market. 
Sega lag way behind with less than 
30%. The success of the Super Nintendo 
was reflected in the number of games 
on display. In all there were more 
than 200 new titles either on display or 
in production. 

The show heralded the arrival of two 
brand new pieces of kit from Nintendo. 
First and one that Super Action readers 
will know all about, was the Super FX 
chip. This revolutionary new microchip 
will be included in a whole new range of 
games from Nintendo. The first of these 
is Starfox. The game is a space flight 
simulation with more than a hint of Star 
Wars. You pilot a superfast starship 
through a galaxy filled with danger, on a 
mission to destroy an evil dictator. 

The game was launched with much 
ado In the centrepiece of the Nintendo 
hall. The Starfox Dome. This huge black 
structure contained banks of custom 
built Starfox arcade cabinets, each con¬ 
taining a monitor, a Super Nintendo and 
speakers. Nintendo babes hussled 
bemused journalists onto the chairs and 
let them in for the ride of their lives.The 
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Starfox game itself is a stunner. There 
are loads of fast, smooth polygons that 
move around at tremendous speed in a 
game that feels and looks very similar 
to Namco’s Starblade. All this action 
is accompanied by some of the best 
music and sound effects yet heard on 
the system. 

The game was programmed originally 
by Argonaut Software, a British 
programming team. The finishing was 
handled by Nintendo themselves, under 
the watchful eye of Mario creator 
Shigeru Miyamoto. 

The Starfox dome also contained 
another surprise, the best laser show 
you are ever likely to see. 3D starships 
moved around the dome, spinning and 
blasting in a show that reputedly cost 
Nintendo just over a million dollars. 

Starfox will be released in the States 
sometime in March and you can expect 
a British release just a month or two 
later. Super Action hope to be first with 
the Starfox review, so keep your eyes 
peeled dudes. 

Afraid not folks. Nintendo are keeping 
the Super CD ROM well under wraps 
for the moment but they at least lifted 
the veil of secrecy covering the first 
games. Nintendo refused to say what 
product they would release, but strong 
rumours abound of a new Mario game. 

The first definite releases will include 
a host of titles from American Laser 
games. This US arcade giant was respon¬ 
sible for a couple of last year’s biggest 
hits. Mad Dog McCree was a smash 
when it combined live action video with 
light gun frolics. The game is set in the 
Wild West, where you, the local sheriff 
must blow away lots of bad guys and 
solve a mystery. 

American Laser Games have a new 
data compression technique which will 
allow them to fit the masses of game 
data on a conventional CD. It should be 
hot. That will be followed closely by two 
sequels, “Who Shot Johnny Rock?’’ and 
the superb “Gallagher’s Gallery’’ 

If all that has got your juices flowing, 
then this might just make your head 
explode. Nintendo refused to confirm 
or deny, but rumour has it that F-Zero 
2 Is on the way, another Shigeru 
Miyamoto creation that promises to be 
the best driving game of all time. These 
rumours have a funny way of becoming 
fact before long and this Summer 
promises to be the most exciting time 
yet in the world of Super Nintendo. 















viva las vegas 


BI6 BOYS - NEW TOYS 

There were a total of 76 companies 

displaying new wares for the Super Nintendo at 
the show and here’s a reasonably comprehensive 
list of new and upcoming releases. 


ABSOLUTE 

ENTERTAINMENT 

David Crane’s Amazing 
Tennis 

Toys (see below) 



ACCLAIM 

ENTERTAINMENT 

Super High Impact Football 
Mortal Kombat 
Acclaim’s World Cup Soccer 

ACCOLADE 

Bubsy 

Universal Soldier 
Warpspeed 

ACTIVISION 

Shanghai 2 
Mechwarrior 
Aliens VS Predator 

AMERICAN SAMMY 
CORPORATION 

Wanderers From Ys III 
Might and Magic II 
Battle Blaze 
Football Fury 

AMERICAN 

SOFTWORKS 

CORPORATION 

Bebe’s Kids 
James Pond II 
Super Troll Land 

AMERICAN 
TECHNOS INC. 

Combatribes 
Super Bowling 
Super Dodgeball 
King of Rally 

ASCII CORPORATION 

Spellcraft 

Dominus 

ATLUS SOFTWARE 

Super Valis IV 
Super Widget 
Metal Jack 


BANDAI 

Bazooka Blitzkrieg 
Toxic Crusaders 
SD Great Battle 

BULLETPROOF 

SOFTWARE 

Yoshi’s Cookie 

CAPCOM 

Super Buster Brothers 
Mickey Mouse 
Goof Troop 
Capcom MVP Football 
Final Fight II 

CULTURE BRAIN 

Super Ninja Boy 
Ultimate Fighter 

DTMC 

California Games II 

DATA EAST 

Shadow Run 
Congo’s Caper 
Monday Night Football 
Sengoku 
Joe and Mac 2 

ELECTRO BRAIN 

Full Metal Planet 
Metal Masters 
Fist of the North Star 
Legends of the ring 
Future Zone 

ELECTRONIC ARTS 

Bulls Vs Blazers 
John Madden ‘93 
NHLPA Hockey 
PGA tour Golf 
Rampart 
Desert Strike 
B.O.B. 

ENIX 

Soul Blazer 

ActRaiser 

E.V.O. 

FCI 

Sim Earth 

Ultima the Prophet 

GAMETEK 

Jeopardy 

American Gladiators 
Humans 

Kawasaki Caribbean 
Challenge 


HI TECH EXPRESSIONS 

The Hunt for Red October 
Tom and Jerry 
Harley’s Humongous 
Adventure 

Where in Time is Carmen 
Sandiego? 

Where in the World is 
Carmen Sandiego? 

We’re Back 
Barbie 

Mickey’s Numbers and letters 

HOTB 

Super Black Bass Fishing 

HUDSON SOFT 

Super Bomberman 
Power League Volleyball 
Power League Baseball 

IGS 

The Rocketeer 

Super Shadow of the Beast 

INTERPLAY 

The Lost Vikings 
Cl ay mates 
Lord of the rings 
Rock ’N’ Roll Racing 

IREM 

GunForce 
Street Combat 
Max Mania 

JVC MUSICAL 
INDUSTRIES 

Super Star Wars 
Dungeon Master 
Jaguar 

Super Empire Strikes Back 
Skull Keep 

JALECO 

Goal 

EDF 

Utopia 

King Arthur’s World 
Brawl Brothers 

KANEKO 

Chester Cheetah 
Power Moves 

KEMCO 

X-Zone 
Top Gear 2 
The First Samurai 
G2 

Kid Klown 


KOEI 

Romance 11 
Gemfire 

Uncharted Waters 
Aerobiz 

Inindo: Way of the Ninja 
PTO 

KONAMI 

Tiny Toon Adventures 
Batman Returns 
NFL Football 
Cybernator 

MN 

T2 Judgement Day 
T2 The Arcade Game 
WWF Wrestlemania 2 
Alien 3 

Crash Dummies 
NFL Quarterback Club 

McfTRIVER 

Power Spikes 

MICROPROSE 

Super Strike Eagle 

MINDSCAPE 

Cal Ripken Jnr 
Chessmaster 
Paperboy 2 
Wing Commander 
World League Soccer 
Gods (see below) 



Terminator 
Outlander 
Mario is Missing 

NTVIC 

Q*Bert 3 
STG 

NAMCO HOMETEK 

Super Batter up 
Metal Marines 
Battle Cars 

NATSUME 

Pocky and Rocky 

OCEAN 

Lethal Weapon 
Addams Family 2 
Cool World 

PARKER BROTHERS 

Clue 

Monopoly 


RAYA SYSTEMS 

Captain Novolin 

RENOVATION 

Dream Probe 
Doomsday Warrior 
Arcus Odyssey 
Jennifer Capriati Tennis 

ROMSTAR 

Nolan Ryan’s Baseball 

SEIKA 

Super Turrican 
Aquatic Games 
Troddlers 

SETA 

Cacoma Knight 
Ma Kendo 
Wizard of Oz 

SONY 

Equinox 

Dracula 

SPECTRUM HOLOBYTE 

Wordtris 

SUNSOFT 

Superman 
Tazmania 
Duck Rogers 
Aero the Acrobat 

THQ 

Swamp Thing 
Wayne’s World 
Ren & Stimpy 

TAITO AMERICA 

Hit the Ice 

TECMO 

Tecmo Basketball 

TITUS 

The Blues Brothers 
Super Barbarian 
Lamborghini’s American 
Challenge 

TOHO 

Mecharobot Golf 

TRADEWEST 

Pro Quarterback 
Super Off Road Baja 
Battletoads in Battlemaniacs 

TRIFFIX 

Dream TV 

VICTOKAI 

Super Conflict 
Lost Mission 

VIRGIN GAMES 

Super Slap Shot 
Speed Metal 
Wolf Child 
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Sc UJE’LL EapmaRK 


100% SUPER ninTERDO Games 


I f you’re having any problems finding 
Super Action then get an earful of this. 
The fabulous 100% Super Nintendo mag, 
can be yours each month for the sound 
price of just £1.25 an issue, delivered to 
your door earlier than it’s in the shops. 


O R D E R R O R isA 

VOU MUST FILL IM THIS FORM 


YES! 1 want to subscribe 

yOUR NAME & ADDRESS 

METHOD OF PAYMENT 

to Super Action 


1 1 1 enclose a Cheque/Postal Order payable to 


SEND YOUR COMPLETED 
DETAILS TO: 
Europress Direct, 
FREEPOST, 
Ellesmere Port, 

South Wirrai, L65 3EB 
(No stamp needed if posted in UK) 

Tick the appropriate box 

I live in the UK (£15) §□ 

I live in Europe or Eire (£23) |D 
I live outside Europe (£33) |D 

This order form is not valid after 31st March 1993. 

SA March ’93. 


Name 
Acidress. 


Postcode. 
Tel No 


I I Please tick if you wish to receive promotional 
material from other companies 


Europress Interactive (UK Only) 
[] Please debit my Credit Card. 

SiSned_ 


Expires QD/DD 

Credit Card No. 

nnnn nnm am dddd 

3507 

Quarterly Direct Debit 
(£3.75 - Please complete form opposite) 
UK ONLY. Please send original form, do 
not fax or photocopy. 
















THE nwnGy 

youR copies noun 

We are offering i 2 month All you h3.V6 to do is phone in 

I subscriptions at the ridiculously low - |your credit card subscription on 051 
price of £15 a year - a saving of |357 2961 any time day or night, or 
;£8.40 on the cover price. That’s just I complete the form below and post it 
£1.25 an issue - a HUGE discount of |to us. If you prefer the convenience 
35%! Or you can pay by direct debit and safety of a direct debit, please 
for just £3.75 a quarter. complete the additional form below. 


DIRECT DEBIT FORM 

Complete this form ONLY if you have ticked the Direct Debit Option opposite. 



AUTHORITY TO YOUR BANK/BUILDING SOCIETY TO PAY DIRECT DEBITS 


Please complete the section on the 
right to instruct your Bank/Building 
Society to make payments directly 
from your account. Then return this 
form to us - no stamp needed! 

Europress Direct 
FREEPOST 
Ellesmere Port 
South Wirral L65 3EA 

Originator's Identification No. □□QQQQ 

Ref No. 

Bank/Building Society may decline to accept instructions 
to pay Direct Debit from some types of accounts. 


Your instructions to the Bank/Building Society: 

#1 Instruct you to pay Direct Debits from my 
account at the request of Europress Ltd. 

•The amounts are variable and may be 
debited on various dates. 

• NO ACKNOWLEDGEMENT REQUIRED. 

•I understand that Europress may change 
the amounts and dates only after giving 
me prior notice. 

•I will inform the Bank/Building Society in 
writing if I wish to cancel this instruction. 

•I understand that if any Direct Debit is 
paid which breaks the terms of the 
instruction, the Bank/Building Society will 
make a refund. 


Name of Bank/Building Society. 

Address. 

Name of Account.. 


Your Account No. □□□□□□□□ 
Sort Code □□□□□□ 


Signature(s). 


Date. 


Your subscription will commence with 
the first available issue. 























I Gamepro 
p Alhambra House, 

17 Charing Cross Road 
London WC2H OAU 


MONTHLY COMPETITION 

Each title purchased from us puts you into 
our monthly draw to win £100 worth of soft¬ 
ware of your choice!!! 

Plus, each console purchased enters you 3 
times. Winners will be notified by letter. 


USA SUPER 
NINTENDO 


NEO GEO 


We have 
many 
other 
items in 
stock,so if 
you don’t 
see the 
game you 
want - 
CALL!!! 

A pick up 
facility is 
also avail¬ 
able for 
customers 
placing 
orders. 
Orders 
must be 
placed by 
telephone 
at least an 
hour prior 
to 

collection. 


ADDAMS FAMILY 2 
AUEN 3 

AMERICAN GLADIATORS 
AXELAY 

BART'S NKillTMARE 
C:APC0M NFL FOOTBAIX 
CASTLEV ASIA 4 

CHUCK roc:k 
CONTRA 3 
CONTRA 4 
CYBERNATOR 
DESERT STRIKE 
GODS 

IREM SKINS CiOLF 
JOE & MAC 
LEMMINGS 
M.ARIO KART 
MR.NUTS 
MYSnCAL NINJA 
iMIIPA HOCKEY 93 
OUT OF nils WORLD 
PRINC;E of PERSIA 
SHADOW OF niE BFAST 
SONIC BLAST.MAN 
SPAC:E MEGAFORCE 
STREEFIGHTER 2 
SUPER COMBATRIBES 
SUPER GHOULS & GHOSTS 
SUPER StKX ER CHAMP 
SI PER ST AR W ARS 
SUPERMAN 

lERMAtATOR 2 - .ARCADE 


TERMIN^OR 2 - JUDGEMENT C ALL 
IlNY TCK)NS ADVENTURES 42.95 

TOM & JERRY C:AU. 

TOP GE.AR 39.95 

n RITES IN nMED .37.95 

I N SC^l'AI>RON 39.95 

ZEU>A 3 39.95 

JAP SUPER NINTENDO 

AIJEN V s PREDATOR CALL 

ASSAl LT SI ITS V.ALKEN 54.95 

RACK TO niE FITT RE CALL 

BATVLAN RETl RNS 49-95 

BATTLE TEC H CALL 

BRASS BOSS 49.95 

FATAL FI RY 59.95 

JOE & VLAC 2 48.95 

NORni ST AR KEN 6 49.95 

RAN VIA 1/2 PART 2 59.95 

Rl SHINCi BEAT 2 CALL 

ST AR FOX ^ CALL 

SITER SWIV 42.95 

2020 B.ASEB A1.L \ 49.95 


"1 

ITEM 

COST 







TOTAL 



ART OF FIGimNG 

189.95 

BASEBALL STARS 2 

149.95 

CROSSED SWORDS 

99.95 

CYBERFUP 

69.95 

EIC.HTMAN 

149.95 

FATAI. FURY 

129.95 

CiHOST PILOT 

99.95 

MACilC AN LORD 

99.95 

MUTAnON NA'HON 

129.95 

NAM 1975 

69.95 

NINJA COMBAT 

99.95 

SOCCER BRAWT 

129.95 

TOP PLAYERS (X)LF 

69.95 

VIEW PIONT 

CALL 

WORI-D HEROES 

149.95 

GAMEBOY 

BATVLAN 

22.95 

B.ATTLETO.ADS 

22.95 

Btf'ES BROTHERS 

23.95 

JOE & VIAC 

CAI.L 

HOOK 

21.95 

KRl STV'S FI NHOUSE 

23.95 

PRINCE OF PERSIA 

22.95 

STAR WARS 

24.95 

SUPER HI NCH BACK 

21.95 

SUPER VLARIOIAND 2 

26.95 

TERMINATOR 2 

22.95 

Tims niE FOX 

CALL 

YOSIU 

18.95 

HARDWARE 

UK/USA/J.AP CiAVIES .ADAPTOR 

(WORKS Wmi MARIO K.ART) 

14.95 

US SUPER NINTENDO SC.ART 

119.95 

REPIACEMENT PADS 

19.95 

ASCIJOYPAD 

24.95 

JB KING JOYSnCK 

54A.95 

CAPCOM JOTSTICK 

69.95 

CiAMEBOY + GAME 

64.95 

NEO CiEO liK SYSTEM 

299.95 

POSTAGE & PACKING 

CiAMES 

1.45 

ADAFFORS 

1.45 

CiAMEBOY 

5.00 

SNES CONSOIX 

7.50 

NEO CiEO CONSOLE 

10.00 

jovsncKs 

CALL 


■ POSTCODE: 


Please make cheques/pc»stal 
orders to: GAMEPRO 
Send to 


GAMEPRO, ALHAMBRA 
HOUSE, 27 CHARING 
CROSS ROAD, LONDON, 
WC2H OAU 


CARD MO. ^ 
expiRv datr!^ 


SIGNATURE 



.orADE UhOnmt 


BCKETS 10 

0891 876 


Calls cost 36p a m:n cneap rate/48p a min all other times, ALX, Box 33. M5 4Gy Please ask the permission of the 
person who pays the pnone bill before you ring Average length of cal: is 5 mins wnich wil, cost £1.80 cneap rate 

Callers are requested to answer 5 questions and leave a tiebreak 
answer all competitions close on the 31st Apr.l 1993 
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SUPER acTion 03 


For a level select option, press L, R, R, U UP -Mh 
DOWN on the game select screen. You can now 
which stage and which country you want to visil It^ as 
simple as that. 


LEMMINGS 

SUNSOFT 






A t the title screen hold down and select start:^ 
now sounds you can listen to any Lemmings tii^ 
more importantly configure the control buttons. ^ 


Zli iA 


M y old man’s a dustman, he wears a dustman’s 
hat. He wears gor blimey trousers...here, wait 
a minute, what are gor blimey trousers? Are 
they like M.C. Hammer pants? Anyway, welcome to 
Doctor Barry Diablo’s Cheats of Doom and what a 
fiendish selection we have for you this month. 

Just too late to make it into this issue, we received the 
biggest, most important cheat in the history of video games. A 
cheat that allows you to use the last four bosses on 
Streetfighter 2. If you want to know what it is, then tune in next 
month. This is not a hoax, we really do have it. Anyway, on with 
the show and remember, the bloke who sent in the 
Streetfighter cheat has won himself a very, very special prize.... 

SUPER MARIO KART 

NINTENDO 


For an added extra challenge try making the cg 
by making yourself well... smaller. Press and I 
Y Button. Then press the A Button on the 
selection screen. 


LEGEND OF ZELDA 

NINTENDO 


MAGIC SWORD 

CAPCOM 


During the game the urge might arise to hit ^ ^ 
Notice how they squawk with appreciation. 
this say a dozen times and a Death Wish 
transpires involving you and some vigilante foul. 


BARTS NIGHTMARE 

ACCLAIM 


For easy extra lives choose the yellow door and enter the su& 
Scratchy level. Find the area where the light is shooting lig 
weapon next to the lamp and blow away some of the bulbs. The'TtriFfl 
direct hits will give you the I -ups. 


There is a magic door on the 34th floor that 
direct warp to the Hydra. The door is found by 
ing the two blocks, keep an eye on the pill^.;'f® 
fourth pair of pillars on the left to activate sWitch ' 
which will now make the door appear. 


SUPER PANG 

CAPCOM 































•Nintendo’. ‘NES', ‘Super NES’ and ‘Game Boy’ are trademarks of Nintendo of America Inc. All screen shots are copyriglit of Nintendo of America Inc. All trademarks and copyrights are recognised. 



ACTRAISER 


TOP RACER 




7E00AC05 Infinite lives 
7E001D08 Unlimited energy for Knight . ■ 
7E0282PP Keep 255 spell points 


SUPER SOCCER 


- 

7E10P803 No opposition goalie for first half!; 


7E1E6C03 Infinite nitros for player one 
7E1E6E03 Infinite nitros for player two 


SUPER OFF ROAD 


7E056313 When switch is activated yourmoft^ 
is increased at a rapid rate 


KRUSTYS SUPER FUN HOUS 


7E11A303 Unlimited Krusties 



'i 

HOOK 


7EP7C103 

Unlimited power, turn replay off 

■ -T-' - 


end of levels 

r -. : " 

7E1P1459 

Unlimited time 


^ 7E1P0003 

] 

Unlimited lives 

■ - T 


TINY TOONS 




7E008E03 Infinite lives 
7E000E03 Infinite energy 




5 ^ 


SUPER SMASH TV 

7E053105 Infinite lives 
7E189906 Once you pick up a weapon yd3 
not loose it until you pick up anotJ 


FINAL FIGHT 


7E0D6E05 Infinite lives 
7E0D1450 Invincible 


FINAL FANTASY 2 


7E200803 Loads of hit points for play* 
7E208803 Loads of hit points for player two 




m a R c H '9 3 i. 
SUP6R acnon 























































FACEBALL 2000 


7E0BD103 Infinite lives ^ ■' 

7E035201 Next tag opens the exit r egard!^ 
how many tags made so far 
7E03CEXX Where XX is the level number \ 

t 

required. Switch off Repfey 
obtaining level UM 


7E039360 Unlimited energy. 
7E021880 Unlimited time 


MAGIC SWORD 


7E040C05 Never loose 


LEGEND OF ZELDA 


7EP36D50 Invincible 10 hearts 
7EP36E80 Unlimited magic energy 
7EP37746 Unlimited 70 arrows 
7EF34322 Unlimited 50 bombs 


MYSTICAL NINJA 


7E1B6002 Player one infinite lives f; 
7E1AB002 Player two infinite lives 
7E1AAD99 Player one infinite money. 
7E1B5D99 Player two infinite money^ 


PIT FIGHTER 


7E1124A0 Unlimited energy 


ROBOCOP T 


7E047738 Unlimited energy 


SUPER DOUBLE DRAGON 


7E00DC02 Unlimited lives, v>/hen enter^^jit 

code the screen will coirupt for. 


SUPER ALESTE 


7E015202 Unlimited bombs. 
7E015702 Infinite lives ■; 


moments but don’t panic. 
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suPGR acTion Ox 


































































JAMES BOND JNR. 

THO 


To put you out of the misety of owning this 
are the level passwords so at least you can finish it and 
the thing. 

level 2... 0007 level 4... 90' 

level 3... 3675 level 5..., 



PARODIUS 

KONAMI 




During ship select, go to the octopus. Press UP on the directbr:ii 
button and X button and hold. Keep thenn depressed for about '1 
special screen appears. Here you can select the stage you want 
more importantly by setting the word “mutek” to 0! you become i 
Thanks to Kong Hon Leong of Malaysia for that Have we 
wide fame or what? 



PUSHOVER 

OCEAN 


From Carl Vincent of Salisbuty comes the entire set of 100 level co<^ 
domino type frustration simulator. This is for sad geeks who can‘t I 
playing through and just want to zip straight to the end of the game,^ 
stopping off in the middle somewhere. 



1 

00512 

26 

11782 

51 

21534 

76 

21^1 

2 

01536 

27 

11270 

52 

23582 

77 

22143 

3. 

01024 

28 

09222 

53 

24094 

78 

21247 

4 

03072 

29 

09734 

54 

23070 

79 

20735 

5 

03584 

30 

08718 

55 

22558 

80 

28927 

6 

02560 

31 

08206 

56 

18494 

81 

29439 

7 

02048 

32 

24590 

57 

19006 

82 

30463 

8 

06144 

33 

25102 

58 

20030 

83 

29951 

9 

06656 

34 

26126 

59 

19518 

84 

31999 

10 

07680 

35 

25614 

60 

17470 

85 

32511 

11 

07168 

36 

27662 

61 

17982 

86 

31487 

12 

05122 

37 

28174 

62 

16958 

87 

30975 

13 

05634 

38 

27150 

63 

16510 

88 

26879 

14 

04610 

39 

26638 

64 

16511 

89 

27647 

15 

04098 

40 

30734 

65 

17023 

90 

28671 

16 

12290 

41 

31246 

66 

18047 

91 

28159 

17 

12802 

42 

32270 

67 

17535 

92 


18 

13826 

43 

31758 

68 

19583 

95 

266^ 

19 

13314 

44 

29726 

69 

20095 

94 

255^ 

20 

15362 

45 

30238 

70 

19071 

95 

25087 

21 

15878 

46 

29214 

71 

18559 

96 

08703 

22 

14854 

47 

28702 

72 

22655 

97 

09215 

23 

14342 

48 

20510 

73 

23167 

98, 

10239 

24 

10246 

49 

21022 

74 

24191 

99 

|9727 

25 

10758 

50 

22046 

75 

23679 

too 

999 ?? 


KRUSTY'S SUPER FUNHOUSI 

ACCUIM 


This is the best and easiest way to rid a room 
In any room that Krusty has two movable bl 
the first block near a wall. Wait then until te. 
between the block and the wall. 

While standing on the first block release 
Krusty is carrying and trap the rats. Should th? 
area be the width of one block the rats coi 
single rat. This is real useful in the areas where 
to build steps in order for the rats to climb up 






ight that’s enough of all that. 
Time I nipped back to my 
. foul pit and read some more 
of your letters. Don’t forget the 
Streetfighter tip next month and to 
send your cheats to: 

Super 3ction 
Europress Interactive 
Europa House Adlington Park 
Macclesfield, SKI0 4NP 



1 




III a K L h ' 9 If 
SUPER acTion 



We won’t spoil the end of the game by revealing the last code but we 
a clue. It’s got a five a three and some fours in it. More we’re ' 

Hope this lot helped. It had better. 


niab)<y^ 

•“7 



























VIDEO GAMES OF AMERICA 0403 

_ MALE FARI^ EST. LOXWOOD ROAD. RZJDGWICIC, WEST SUSSEX RH12 3JBJR _ 

FIRST WITH THE LATEST GAMES. NEW GAMES ARRIVING WEEKLY. 

SEE OUR USED SNES & MEGADRIVE GAMES FOR SALE OR SWAP 


niEW SMES GAMES 


USED / SWAP SlUES 
GAMES 


MEW / USED MEGADRIVE GAMES 


ALIEN 3.£44.99 

AXELAY.£44.99 

BEST OF THE BEST.£44.99 

BARTS NIGHTMARE.£43.99 

CHUCK ROCK.£43.99 

COOL WORLD.£44.99 

CHESTER CHEETAH.£47.99 

D-FORCE.£29.99 

DESERT STRIKE.£44.99 

GLOBAL GLADIATORS.£44.99 

GODS.£44.99 

GUN FORCE.£44.99 

HUNT RED OCTOBER.£44.99 

KABLOOEY.£41.99 

LEMMINGS.£44.99 

MICKEY MYSTICAL QUEST.£49.99 

MYSTICAL NINJA.£43.50 

METAL JACKET.CALL 

PRINCE OF PERSIA.£44.99 

PAPERBOY 2.£25.00 

PITFIGHTER.£32.00 

PUSHOVER.£40.99 

ROCKETEER.£25.00 

ROBOCOP 3.£42.99 

R.P.M. RACING.£41.99 

RAMPART.£43.99 

RIVAL TURF.£39.99 

SPANKY S QUEST.£35.99 

SUPER BASEBALL.£39.99 

SPIDERMAN & X-MEN.£44.99 

SUPER MARIO KART.£43.99 

SUPER STAR WARS.£44.99 

STREETFIGHTER 2.£53.00 

THUNDER SPIRITS.£39.99 

TERMINATOR 2.£45.99 

TOP GEAR.£43.99 

ULTRAMAN.£39.99 

X-ZONE.£43.99 

ZELDA 3.£42.99 


ACTRAISER BASEBALL 
BART SIMPSONS NIGHTMARE CONTRA 3 
DARIUS TWIN DRAKKEN 
F - ZERO EARTH DEFENSE FORCE 
GRADIUS 3 HOME ALONE 
PAPERBOY 2 PILOT WINGS 
PIT FIGHTER POPULOUS 
RAIDEN TRAD RIVAL TURF 
R - TYPE SPANKY’S QUEST 
SUPER GHOULS & GHOSTS SUPER TENNIS 
TMNT4 ULTRAMAN UN SQUADRON 

SWAP CONDITIONS 

1) YOUR GAME MUST BE IN 
GOOD CONDITION 

2) IT MUST HAVE ORIGINAL BOX AND 
INSTRUCTIONS 

3) SEND WITH YOUR CART A LIST 
OF YOUR 4 OR MORE CHOICES 

4) INCLUDE YOUR PRINTED NAME, 
ADDRESS AND PHONE NUMBER 

5) INCLUDE CHEQUE/PO FOR £8.00 PER GAME 
(£7.00 HANDLING AND £1/00 P+P 

6) TITLES ARE SUBJECT TO AVAILABILITY. 
PLEASE CALL FOR ADVISE. 

SNES HARDWARE 

SNES CONSOLE (SCART) + JOYPAD.£115 

SNES CONSOLE + STREETFIGHTER 2.£160 

SNES CONSOLE (PAL) + JOYPAD.£130 

SNES CONSOLE + STREETFIGHTER 2.£170 

SNES CONSOLE (SCART) + 2 JOYPADS + MARIO 4.£145 

SNES CONSOLE (PAL) + 2 JOYPADS + MARIO 4.£160 

UNIVERSAL CONVERTOR (nuNS uh/usa/mp qamej om any caNsDU)£14.99 

MEGA DRIVE WITH SONIC.£115 

MEGA DRIVE WITH SONIC (AND GAME OF YOUR CHOICE).£135 


...25.00... 


...15.00.... 


(B) 688 ATTACK SUB.... 

(B) ABRAMS BATTLE TANK.25.00.15.00.... 

(A) AFTERBURNER 2.19.99.11.00.... 

(A) AIRBUSTER.19.99.7.00... 

(A) ALTERED BEAST.15.00.2.00.... 

(A) ALEX KIDD.19.99.5.00.... 

(C) ALIEN 3 .27.00.18.00.... 

(B) ALIEN STORM.25.00.15.00.... 

(B) ALISIA DRAGOON.25.00.15.00.... 

(A) ARCH RIVALS.19.99.10.00.... 

... 10 . 00 .... 


....7.00.... 


(O BATMAN - RETURN OF JOKER ...30.00.18.00 34.99 

(A) BATTLE SQUADRON.19.99.10.00. 

(A) BATTLE MASTER.19.99.10.00 

(A) BIMINI RUN.19.99.10.00 

(A) BLOCK OUT.19.99.10.00 

(B) BUCK RODGERS.25.00.12.00 

(B) BULLS Vs LAKERS.25.00.18.00 

(A) BURNING FORCE.19.99.10.00. 

(A) BUSTER DOUGLAS BOXING.19.99.10.00. 

(A)CADASH.19.99.10.00. 


(O CAPTAIN AMERICA.27.00.18.00.37.99 

(A) CALIBER so.19.99.10.00. 

(B) CALIFORNIA GAMES.25.00.15.00. 

(A) CASTLE OF ILLUSION.19.99 5.00. 

(B) CENTURION.25.00.10.00. 

(O CHUCK ROCK.25.00.15.00. 


...19.99... 


(C) CORPORATION (CYBERCOP).25.00.18.00. 

(A) CRACK DOWN.19.99.10.00. 

(A) CROSS FIRE.19.99.10.00. 

(A) CYBERBALL.19.99.10.00. 


SNES JOYPADS 


DYNA 1 SUPER JOYPAD £19.99 
QUICKSHOT MAVERICK 
JOYSTICK HALF PRICE! £14.99 
SNES CONVERTOR 
RUNS UK/US/JAP GAMES £14.99 


(Q D+D WARRIORS EXTERNAL SUN29.00.20.00.41.99 

(B) D.ROBINSON SUPREME COURT .25.00.15.00. 


SALES HOTLINE 
0403 752156 

HOW TO ORDER 

CALL OUR HOTLINE GIVING YOUR VISA /ACCESS NUMBER AND THE 
TITLE YOU WANT OR SEND ATTACHED ORDER FORM WITH YOUR 
CHEQUE OR POSTAL ORDER. 

P&P GAMES £1, CONSOLES £6.50 
PRICES SUBJECT TO CHANGE 


(C) DEADLY MOVES. 

(A) DECAP ATTACK... 

. 30.00. 

..19.99. 

.20.00. 

.10.00. 

.35.00 (A) JAMES POND 

. (B) JAMES POND 2. 

.19.99. 

.25.00. 

.10.00.... 


(B) DESERT STRIKE . 


.17.00. 

.35.00 (A) JEWEL MASTER. 

.19.99. 

.10.00.... 


(B) DEVILISH. 

71: nn 

.15.00. 

. (A) J.MONTANA FB 

.19.99. 

.5.00.... 


(A) DICK TRACY. 

19 99 

.10.00. 

. (A) J.MONTANA FB 2. 

.19.99. 

.10.00..., 


(A) DINOLAND. 

..19.99. 


. (C)J. MADDEN. 

.19.99.. 

500 


nmiDi p 


17 nn 

29 99 (B) J MADDEN 92 

25 00 

11 00 


(O DRAGONS FURY. 

..22.00. 

.15.00. 

. (C) J. MADDEN 93 

.27.00. 

.18.00... 

...40.00 

(A) DYNAMITE DUCK. 

..19.99. 

.10,00. 

. (A) JOIRDAN VS BIRD. 

.19.99. 

.14.00..., 


(A) F.SWAT 



. (B) KID CAMELEON. 

.25.00. 

.14.00... 


(C) ECCO THE DOLPHIN. 



.34.99 (A) KINGS BOUNTY 

.19.99. 

19.99. 

1000 


(r) P M RnyiMr; 

75 00 

iann 

(A) Kl AX..- 

.10.00..., 



25 00 

.15.00. 

. (B) KRUSTY'S FUNHOUSE. 

25.00. 

.1S.00..., 


(A) F-22 INTERCEPTOR . 

19 99 

.11.00. 

. (A) LAKERS VS CELTICS. 

19.99. 

.10.00..., 


(A) FAIRYTALE . 

19 99 

.11.00. 

. (C) LEMMINGS. 

.26.00. 

.16.00... 

.34.99 

(A) FANTASIA 

19 99 


. (A) MARBLE MADNESS. 

.25.00. 

.14.00... 


(A) FATAI RFWIND 

19 99 

innn 

. (A) MARIO LEMIEUX HOCKEY. 

,.19.99. 

.10,00... 


(R) PFRRAI GRAND PRIX 

25 00 

mnn 

. (B) MASTER MONSTERS. 

.25.00. 

.15.00... 


(A) FINAL ZONE . 

19 99 

1ft nn 

. (B) MERCS. 

.25.00. 

.15.00... 



19 99 

iftftft 

(R> MIDNIGHT RESISTANCE. 

..25.00. 

.15.00... 


(A) FORGOTTEN WORLDS. 

..19.99, 

11 nn 

. (A) MIGHT & MAGIC. 

,.19.99. 

.10.00... 


(A) GARARES. 

..19.99 

.10.00. 

. (A) MIKE DITKA FB. 

.19.99. 

.8.00... 


(A) GAIN GROUND. 

(A) GAI AXY FORCE 7 

.19.99 

.10.00. 

.... 11 00 .. 

. (B) MOONWALKER. 

. (A) MS PACMAN 

.19,99. 

19.99. 

.8.00... 

.5-00... 

. 

(A) GHO^TRII^TFR^ 

19 99 


(A) MUSYA 




(A) GHOiJi <; SL gho<;t^ 

19 99 

11 00 

fA) MYSTIC DEFADER 

19.99... 

.7.00... 


(A) GOLDEN AXE. 

..19.99 

.10.00. 

. (A) EA HOCKEY. 

.22.99. 

.14.00... 


(B) GOLDEN AXE 2. 


.15.00. 

. (B) NHL HOCKEY 

.25 00. 

.15.00... 



19 99 


HOCKEY 93 


17 00 


(A) HARD DRIVIN. 

19 99 

.10.00. 

. (B) OLYMPIC GOLD. 

.25.00. 

.15.00... 


(A) HARDRAI 1 

19 99 

9 00 . 

. <A) OUTRUN_ _ 

19 99. 

.10 00... 


(B) HEAVY NOVA. 

..25.00 

.12.00. 

. <A)PACMANIA. 

.19.99. 

.10.00... 


(B) HELL FIRE. 

.25.00 

.15.00. 

. (A) PAPERBOY . 

.19.99. 

.10.00... 


Fa\ ucuynr. 7wci 



(r\ PRPDATnR 7 


IRRA 




PLEASE SEND ME THE FOLLOWING 







. AT £ 



EACH 




.AT £ 



EACH 

THTAI FNni o.qpn inh pap p 




AnOFPiP; / VISA NO 






FXPIRY nATF 







NAME . 

ADDRESS . 

TEL. 
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JK this is it dudes 
and dudettes, your 
chance to get up there 
with the best of the 
best. If you can beat any 
of the scores listed 
below, get playing! 


GdCne; Streetfighter 2 
Score; 603,303 (Completed in 14 
bouts with Ryu) 

1 

riafTISK Wayne Roberts, 

Telford 

Gome: Axelay 
Sccare: 172,190 
Lei/eU Hard 
nome^ Ben Sunnocks, 

Kent 

Ga^ne: F-Zero 

Completed 
Knight League 
Steve Atherton, 
g Super Action 

Gome; Spanky’s Quest 

Score: 186,000 

Lai/^ Easy 
name: Ian KTindale, 

Super Action 

Game: Roger Clemens Baseball 
Score: Won League 

Lei/eb NA 

name: Jim Eagers, Super Action 

Game: Super Pang 
ScOTv; Completed 
Le&rel: Hard 

name: Lisa Cragg, Super Action 


Sei^ all your scored oictiflras, lettm & ial& to: 

III of hero^es, super acTion, 

'opress Inter^tive, Europa House, 
ington Park, n^cclesfield SKIO 4NP 


Narne 


I 


Qaiine 


Sm ne/achievemeiit. 


Town/Oty — 
Level 


ypCl^iL'L Mario Kart 
All Cups 

Lei/ei: n/a 

naifiE^ Spit Griffiths 


!«<■ ... 
",7 


Smash TV 
Sccare: 44,815,265 
Leve£ Hard 
name: M. Barmby, 

Wakefield, West Yorks. 

Game: Dimension Force 

Score: 1 30,000 
Lei/et- Easy 

nam^ Davie Stott, Newcastle 

Glam'S: Space Megaforce 
Scots: 3,600,000 (completed) 
Lei/’el; Normal 
names Jamie Leeming, 
Stockport 

Game: Parodious 
Score;-! 1,597,600 
Let/eb Omake (Ievel7) 
name: Chan C. Lam, 

Montrose, Angus 

GatfTie: Xardion 

Score: 10,000,000 
Lei/eb Hard 
name: Donald Stott, 

Newcastle 

Game: Mickey Mouse 
Scx>re: Completed 
L^l/'eL: Difficult 
name: Sarah Sherratt, 

Bowden, Cheshire 


Game: FI Exhaust Heat 
Score: Completed 
IjSk/eSki NA 
flame: Mary Addams, 
Birmingham 

Game 

Turtles in Time 

Score 

Completed 

Let^reb 

N/A 

name 

Jay Sharpies, Stockport 

Game pga Golf 
Score 5 under par 
Lei/eA; pga West 
name Greg Watson, 
London 



Top Gear 

S£:ore Completed 
1_ei/;ca: Expert 
ilaffle Alan McKay, Belfast 

Game Super Mario World 
Score Complete, 96 Worlds 

Leixeb NA 

name Albert Brooks, Liverpool 

Game Outer World 
Score Complete 

Lei/eL NA 

name Martha McKay, Leeds 

Game wing Commander 
Score Complete 

Lei/eL NA 

name; Kevin Costner, Durham 

Game Gradius 3 
Score 700,800 
LCLTSb Easy 

n^me Michael Alexander, Bath 

Game Super Tennis 
Score Won Championship 

Les/eL NA 

rtarnei: Craig Charles, Southend 

Game Prince Of Persia 
Score Completed 

Lei/eL NA 

name Stuart Douglas, Edinburgh 

Gsjne: Jerry Boy 
Scesrs: 65,000 
Lei/ek N/A 

flame John Smith, London 

Pamss Ramna 2 
:ore Completed 
N/A 

ftame Vicky Marston, Stockport 

Game Super Soccer 
Score Won championship 

Lei/^eb NA 

name Sue Q, Manchester 

Game James Bond Jr 
Score 670,000 
Lei/e^ Easy 

name Ken Dodd, Knotty Ash 

Game Hook 
^ore 56,000 
Lei/eb Hard 

name Kevin Turvey, Birmingham 
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NINTENDO 16-BIT 


CONSOLES 
EST, SINCE 197S 
081 340 8S6S 

GAME BOY 


USA SNES version 
SCART EP.O.A 
PAL 1 EP.O.A 

60 HZ SYSTEMS 

INC, PSU, PAD, ALL LEADS 


USA SCART 
SYSTEM PLUS 
STREETFIGHTER II 
GAME EP.O.A 


UNIVERSAL 
CONVERTOR 
RUN USA/JAP/UK 
SOFTWARE £12.99 


GAMEBOY DELUXE SYSTEM 

TETRIS GAME, BATTERIES, HEADPHONES, 

2 PLAYER LEAD, FREE PROTECTOR £64.99 
AS ABOVE + ANY GAME £84.99 


ACCESSORIES 

PAL I BOOSTER.34.99 

SCART LEAD.14.99 

AUDIO LEAD.9.99 

SOFTWARE USA JAP 

ACTRAISER.41.99.34.99 

ADDAMS FAMILY.41.99.39.99 

AMAZING TENNIS.41.99.41.99 

AXELAY.44.99.39.99 


BATTLE CLASH 
BUSTER BROS 
CASTLEVANIAIV . 41.99.39.99 


DINOSAURS . 41.99.39.99 

DOUBLE DRAGON . 44.99.44.99 


S.F.11 JOYSTICK.59.99 

CAP COM JOYSTICK.89.99 

SN PRO PAD-CLEAR.14.99 

PHILLIPS MK11 LEAD..14.99 


CONTROL PAD-ASCII.19.99 

SCOPE GUN+GAMES 59.99 

STEALTH JOYSTICK.29.99 

APPOLLO JOYSTICK.69.99 

FACEBALL 2000 .41.99.- NBA ALL STARS.41.99.- 

FATAL FURY.-.64.99 NCAA BASKETBALL...41.99.- 

FINAL FANTASY II.49.99.- NHL HOCKEY 93 .44.99.44.99 

FINAL FIGHT.44.99.44.99 NINJA BOY.41.99.- 

GUNFORCE.41.99.39.99 OUT OF THIS WORLD.44.99.44.99 

BART NIGHTMARE . 41.99.- G. FOREMAN BOXING41.99.- R4RADI0US.-.44.99 

BATTER UP .44.99.- HOME ALONE II.41.99.......... PHALANX.41.99.39.99 

,41.99.- IMPERIUM.41.99.- PILOT WINGS.41.99.41.99 

.44.99.- JAMES BOND JR.41.99.- PRINCE OF PERSIA...41.99.41.99 

J. MADDEN 93.44.99.41.99 PRO SOC- FOOT/B.-.24.99 

CHUCK ROCK.41.99. - J. NICKLAUS GOLF.41.99.- PUSH OVER.41.99 - 

CLUE . 41.99. - KING OF MONSTERS .41.99.39.99 Q BERT.41.99 - 

CONTRA . 41.99.39.99 LEMMINGS.41.99.39.99 RACE DRIVING.41.99.- 

CYBER SPIN . 44.99. - MAGIC SWORD.44.99.■ RADIO FLYER.44.99 - 

DESERT STRIKE . 41.99.- MARIO KART.44.99.44.99 RAMPART.41.99 - 

MARIO R4INT.49.99.44.99 RIVAL TURF.41.99.39.99 

MARIO WORLD.41.99.41.99 ROAD RUNNER.44.99.44.99 

DUNGEON MASTER ..49.99. - MIGHT & MAGIC II.49.99.- ROBOCOP 3.44.99.41.99 

F - ROC . 41.99 .- MONOPOLY.41.99.- ROCKY/BULLWINKLE.44.9^44.99 

RETAIL STORE - - - 7 : ' 

2 Gladstone House, High Road, Wood Green, London N22 OAA 
(Corner of Gladstone Ave). (100 yards from Wood Green Tube Station) 

BUjll Tel: 081 -889 9412 Fax 081 -889 9413. 

also retail store AT: 

257 - 258 Tottenham Court Road, London W1 9AB. Tel: 071 - 631 4627 


SUPERC0N2PAD.14.99 

UNIVERSAL JOYPAD.14.99 

SIM CITY.41.99.39.99 

SKINS GAME-GOLF .41.99.- 

SOUL BLAZER.41.99.- 

SRACE MEGAFORCE .41.99.- 

SPIDERMAN + X-MEN.44.99.- 

SPINDIZZY W0RLD....41.99.39.99 
STREET FIGHTER II...59.99.59.99 

SUPER OFF ROAD.41.99.- 

SUPER SOCCER.41.99.39.99 

TEST DRIVE.44.99.- 

TKO SUPER CHAMP .41.99.39.99 

TURTLES 4.41.99.39.99 

UN SQUADRON.41.99.39.99 

UNIVERSAL S0LDIER41.99.- 

WARP SPEED.41.99.39.99 

WINGS 11.41.99.- 

WWF-WRESTLING...41.99.39.99 


AC/DC MAINS PSU.6.99 

AMPLIFIER.8.99 

BATTERY PACK.14.99 

TIME BOY.3.99 

TIMEBOY WATCH.9.99 

REPLACEMENT LENS.4.99 

REPLACEMENT JOYSTICK.4.99 

HYPERBOY.39.99 

HANDY BOY.29.99 

LIGHT-h MAGNIFIER.9.99 


GAMEBOY 

4 IN 1 FUN PACK 
ALIENS 3 
BARBIE 

BART SIMPSON 
BATMAN JOKER 
BEST OF THE BEST 
BIONIC COMMANDO 
CRASH DUMMIES 
DIG DUG 

DOUBLE DRAGON 3 
DR FRANKLIN 
DRAGONS LAIR 
G FOREMAN BOXING 
HIT THE ICE 
HOME ALONE 2 
HUMANS 
HUNCHBACK 
J. CONNERS TENNIS 
MEGAMAN 2 
MOUSETRAP HOTEL 
NBA CHALLENGE 2 
NINJA TARO 


GAMES 

PRINCE OF PERSIA 
ROBOCOP2 
ROCKY/BULLWINKLE 
ROGER CLEMENTS 
ROLANS CURSE 11 
SIMPSONS 2 
SPEEDBALL2 
STAR WARS 
SUPER MARIO 2 
T-2 ARCADE GAME 
TERMINATOR 2 
TOM AND JERRY 
TRACKMEET 
TURTLE II 
UNIVERSAL 
SOLDIER 
WWF 2 
XENON 11 
ALL £22.99 EACH 

2 FOR £42.99 

3 FOR £59.99 


MEGADRIVe 
JAP VERSION 
RUNS USA/JAP/UK 
SOFTWARE 
£94.99 

MEGADRIVE PLUS 
SONIC 
HEDGEHOG 
£109.99 


SEGA GAME 
GEAR 
£94.99 

GAME GEAR + 
SONIC 
£109.99 


NEO -GEO 

UK SYSTEM, 
JOYSTICIL PSU, 
LEAb 
£299.99 

PC - ENGINE GT 
£199.99 
ATARI LYNX 
£79.99 

MEGA CD UNO 
£249.99 


. AlOVE ARE MAIL ORDER PRICES ONLY 
CHQ/P.O. TO: SCS (SA) 655 GREEN LANES, LONDON N8 OQY. TEL: 081 - 340 8565. 

P&P add £1 per software title. £5 for machines, 3 - 5 days. _ 

Next day delivery add £10.00, 

We reserve the right to change prices without prior notice. - 


-WHOLESALE AND EXPORT ENQUIRIES WELCOME 
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^ubsiFthe bobcat 






















































































































































H ave you heard what they’re saying out there? 
“Sonic...Marlo...Sonic...Mario...SonlcSonic 
Sonic...MarioMario”...Maronic that is what’s 
really being said. They’re sending me to sleep with 
their lullaby of hype. What I need is a change, what I 
need is something new, fresh exciting...but somehow 
quite the same. 

Let us Introduce Bubsy The Bobcat: he’s new, he’s almost 
here, he’s 16 Meg...but is he a contender? Can he take on the 
console magnate’s mascots? Accolade certainly 
think so, they have spent years thinking up this guy 
- they needed an original character that was 
strong enough to take on the heavyweights, sur¬ 
vive and then get into some heavy sequels. In the 
process his Image has been tossed across the 
drawing board quite a few times until he finally 
emerged this year in his final reincarnation. 

Accolade are pinning their hopes on this little 
guy and if that grin he’s sporting is anything to go 
by then they are pretty confident that he’ll bring a 
few quid In for them. Are they right? 


FaiRGROunD aTTRacTion 

The themes of the worlds that you have to get through all dif¬ 
fer wildly. The first is like a showcase for the rest of the game, 
there are lots of baddies and boobytraps to dodge and lots of 
caves to explore. The waterslldes that you can roll along are 
found sky high and on ground level there are lots of trees to 
bounce off. 

The second world is my favourite, it’s set in a hugh techni- 
colour fairground with a smart rollercoaster and lots of other 
rides. You can get airbourne by using the Test Your Strength 
game from where you can get a-gliding, searching for those elu¬ 
sive power-ups. 

The extra lives come in the guise of No. I T-shirts, there 
are also white T-shirts with black exclamation marks and blue 
T-shirts with red exclamation marks. The first gives Bubsy 
Invincibility for a limited period and the latter turns him into a 
shadow of his former self so he can dash about 
unheeded. All these T-shirts must surely mean that 
pretty soon there is going to be a merchandising T- 
shirt blitz. 


BLIRKinG FLIP 

On the first level you encounter a nifty little piece of technical wizardry that could set 
the standard for the rest of the games graphics. While rolling uncontrollably down a 
waterslide you come to a twist in the half pipe. Instead of Bubsy spinning around 
though, he stays upright and the background performs the 360 spin, it gave me quite a 
start I can tell you. 

The game isn’t reliant on this kind of jiggery pokery though, it’s employed to 
enhance the game - not to dictate the state of play. In line with this there are lots of 
little touches that all bring a smile to your face, from the now cliched flailing arms at 
the edge of a precipice (Sonic does this all the time - just not as well). Also If you 
leave the game for a while there Is the usual foot tapping routine but this is spiced up 
by Bubsy looking you in the eye leaning towards you and knocking on your monitor 
screen, accompanied by a realistic ‘toktoktok’ sample. 






























































The crazy cottages 
at the start of the 


UJOOLbl BULLXd 

Claws Encounters of the Furred Kind is 
the name of the game, the aim of the 
game is (apart from ignoring some awful 
puns) to rescue balls of wool that 
are being lifted by some pretty freaky 
looking aliens. Now while that yarn 
might sound a little threadbare we 
shouldn’t start knit picking (hmm), plots 
tend to be Incidental when it comes to 
these games. 

To do this Bubsy has to walk, run 
or glide around five chapters each 
including three sections (I suppose they 
must be paragraphs) and a huge, though 
as yet unspecified, amount of hidden lev¬ 
els, bonus areas and secret passages. 

There are a lot of dangers out 
there for this dude, and while cats may 
well have a proverbial nine lives in this 
game the ways to die could end up beat¬ 
ing that. So far Bubsy can melt, get flat¬ 
tened, sink without a trace, crack up, 
pop and whizz off or even get driven off 
the screen in a sinister driverless car. 
There used to be a beheading sequence 
as well but that was removed on the 
grounds of good taste - obviously some¬ 
body out there has never encountered 
the seedier side of computer games. 


LULLaBUBSbl 

At the moment Bubsy seems to have the 
turn of speed of Sonic, as well as the 
same style of none linear gameplay (you 
don’t have to travel a certain route to 
complete a world). Also if the secret 
levels keep multiplying then it might 
match the depth of Mario. One thing is 
for certain: Bubsy has his own style, 
some great comic touches and lots of impressive graphics and 
samples, the game is fun to play and difficult to criticise. Now 
whether this means he Is going to overtake the plumber and 
the hedgehog to become the new benchmark for console 
games is a different matter - only time and your spending 
power will tell us that. You never know this time next year the 
lullaby might sound different: “Bubsy...Bubsy...Bubsy...”. 

Right now we just have to hold on to our hats and see 
what happens, as for me I just can’t help thinking that some¬ 
body at Accolade doesn’t know how to spell Busby. 
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Bubsy - the World 
in the palm of 
his hand? 







































Dear Guys, 

I just bought my first edition of Super Action last month and 
thought it was fabby brill (good). As I have just got a Super 
Nintendo for Christmas I am new into the world of Nintendo 
and would like a few questions answering. 

1. Does Game Genie have an eject lock? 

2. What the hell does SCART mean anyway? 

3. What are the little flap-like things on my SNES marked multi 
out and EXT? 

4. Can I have a few English stamps as I am collecting you know, 
p.s Why is it called Bill and Ben’s POISON pen? 

Dabheoc d*Estelle Roe, CO Dublin, Ireland 

Let us answer your questions young man. 

1. Yes it does. 

2. I*m not sure what it stands for but it’s a multiple 
input/output connector that can take all kinds of signals 
as well as controling attached equipment such 
as videos. 

3. Multi out is an audio/video output that allows you 
among other things, to connect your Super NES to 
a monitor. 

4. Only if you pay your Poll Tax. 

In answer to your PS, we have no idea. 

Dear Guys, 

Congratulations on your excellent publication, keep up the 
hard work. Please answer a few of my questions. 

1. Is Super Buster Bros, the same as Super Pang? 

2. Could you please do a feature on Hardware accessories as I 
am thinking about buying a joystick for my SNES? 

3. Which is the best SNES soccer game out at the moment? 

4. Is Pitfighter any good? Could you please give it a mark out of 
twenty? 

David Ampan, Hither Green, London 

1. Exactly the same. 

2. Look in the next issue. 

3. Still Super Soccer I’m afraid. 

4. It is awful and it gets two out of twenty. 



Dear Guys, 

I think your magazine is brill! Please please could you answer a few of my questions? 

1. When is Mickey Mouse coming out in England? 

2. Is Mario paint worth £55.00? 

3. Can you use the mouse for games like Lemmings? 

4. Is there a Megadrive/SNES converter as my friend says there will be. If there is will 
there also be a SNES/Megadrive converter? 

Robert Horton, Woodford, Essex 

1. Before Summer, certainly. 

2. It is with the mouse included. 

3. Not Lemmings specifically, but other games like On the Bail and King 
Arthur’s World. 

4. Not yet and it’s unlikely to happen. It would be like having a Mini conver¬ 
sion done to a Ferrari. 


Dear Guys, 

Your mag is totally brill. My mate is a Sega fan and he thinks that the Sega Megadrive 
CD ROM will be better than the Nintendo CD ROM-XA. Also; 

1. Who’s CD ROM will be the best then? 

2. Will Sega’s Streetfighter II be as good as the Nintendo version? 

3. Which game should I buy from Joe and Mac, Super Double Dragon or Mario Kart? 

Stuart Dymond, Farnsborough 

1. Nintendo’s unit will have a 32 bit processor and a host of other goodies. 
The Sega unit is old hat these days with a sad 16 bit processor. 

2. I think not, with a max of 64 colours on screen and some pretty terrible 
sound effects. 

3. The last one is the best one. 


Dear Guys, 

Could you please answer a few questions for me? 

I .What is the difference between the Sega Menacer Gun and the Nintendo 
Super Scope? 

2. How much is Dragons Lair? 

3. Do you think I should buy Desert Strike? 

4. What do you think is the best and worst game for the SNES? 

5. Could you decapitate that Postman. 

Jonathan McDonnell, York, N.Yorks 

1. Nothing much, they both look, feel and work extremely well. 

2. Ask your local retailer. 

3. Yes I do. My mum does as well. 

4. Best? Mario World. Worst? Pitfighter or Home Alone. 

5. OK then. 


9H 
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Y ehaaarrr, we’ve been exercising this month - 
riding off into the sunset and back twice a week. 
You see it’s fast becoming a necessity that we hone 
our bodies to physical perfection so we can ably 
answer your crazed letters. We’re not the only ones 
who need to get fit though — so come on hands on 
magazines and read one, two, breath one, two.... 

Send an&j tsreathless letters to: 

Bill and Ben s Poison Pen 

SUPER acTion 

Europress Interactive, Europa House, 
Adlington Park, Macclesfield, 

SKIO 4NP. 


Dear Guys, 

Please answer the following questions. 

1. Can a US SNES run UK games? 

2. When the CD ROM-XA is released will there be only one format or will there be 
Japanese, American and English versions? 

3. Are the prices of Nintendo games going to fall in the future? 

Benjamin Marshall 

1. With a convertor, yes. 

2. There will be Japanese, American and UK versions. 

3. Yes and quite soon. 

Dear Guys, 

Could you please inform me of the following : 

1. Is there any possibility of Kung Fu Master or Dragon Buster being brought out on 
the SNES, if so when? 

2. Do you know a cheat so that it becomes possible to play any of the four bosses in 
Streetfighter II? 

I thank you in anticipation of a favourable reply. 

Colin Friel, Ramelton, Eire 



Dear Guys 

1. How much is the average SNES game in Japan? 

2. Which (other than Super Mario Kart) is the best Super 
Nintendo driving game? 

3. Which is best. Action Replay or Game Genie? 

4. Will Super Nintendo CD discs work on the Philips CDi or 
vice versa? 

5. Is there any way of controlling the bosses on Streetfighter 2? 

Richard Cank, Whixall, Shropshire 


1. Probably not. Both games are a little too old and obscure to merit 
conversion. Irem may in the future consider a souped up version of Kung 
Fu Master though. 

2. We will definitely print such a cheat in next month's issue. It works per¬ 
fectly, but probably not in the way you might expect. 

Dear Guys, 

Could you answer a few of my questions? 

1. In Dragons Lair for the SNES could you tell me If there is a cheat that gets rid of 
the time limit? 

2. When will the British Best of the Best and Battletoads be out? 

^ 3. What are your all time favourite games? 

Alan McDonald, Scotland 

1. Not that we know of although if anyone knows one, send it in please. 

2. Before Summer. 

3. Mario World, Mario Kart and Streetfighter 2. 

Dear Guys, 

I am thinking about purchasing a SNES but am unsure about what exactly to buy. I 
have a TV without a SC ART socket, but a colour monitor with one. I wondered if you 
could advise me on the best and cheapest equipment to buy (I.e. UK,American or 
Japanese)? 

Paul McArthur, Littleover, Derby 

A UK Super Nintendo will give you a guarantee and a nice, easy life with no 
hassles. If you want speed though, go for the slightly faster American ver¬ 
sion with a Pal SCART conversion. 


1. About £30. 

2. Probably FI Exhaust Heat. 

3. They both do the same job as well as each other. 

4. Rumour has it that they are compatible. 

5. Yes, see next issue. 


Dear Guys, 

I would be grateful if you could answer 
the following questions. 

1. When the games containing the Super 
FX chip come out, will the graphics, 
colour, and size of the games be better 
and larger than the Neo-Geo? 

2. Do you think, when the CD ROM- 
XA arrives It will be better in almost 
everything (especially graphics and size) 
than the PC CD ROM and the Neo Geo 
ROM or for that matter any other? 

I would rate your magazine 100%. Keep 
it up. 

Rumit Mehta, Kingsbury, London 

1. They will be different. Dissimilar 
but equal would be the best 
description. 

2. Absolutely. 
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Dear Guys, 

You are obviously crazy people and use words like ‘dude’ and ‘neat’. Despite this your 
magazine is a glowing example of modern day publishing. Therefore I wonder if I might 
trouble you with a small number of probing questions? 

1. Does everyone that writes to you share your ‘cool’ vocab., or do you superimpose 
“Dear Guys” onto every letter? 

2. If we are not supposed to put the UK SNES on the floor, (Hardware Precautions 
no.6) then why does the guy in the advert have his console on the floor? 

3. Does either Bill or Ben look like the ‘cool’ man in the advert on TV? 

4. Do KonamI ever plan to release a conversion of the superb golf game ‘Golfing 
Greats’, or may we have to wait until the CD ROM-XA Is available? 

Hugh Janus, Derbyshire 

1. We did it deliberately In the first issue and now everyone is doing it. 

2. Because he’s mmmmmad sir! 

3. Erm, no, we both look like Jason Priestly. 

4. No plans at this stage but it would be a cart game anyway. 


Dear Guys, 

I am an overseas reader (from Australia actually) and have never felt the need to write 
into a console magazine- until now! 

It has risen to my attention that no magazine, not even the mighty Super Action 
has done a review, preview or even news item on the SNES game Star Trek: The 
Next Generation. It is my favourite TV show and I would dearly love to know when it 
will be released. Thanks for the best coverage in any magazine and keep doing the 
best job too. 

Canneron King, Q.L.D Maroochydore, Australia, 

Well, smartypants, just check out the Las Vegas CES feature elsewhere 
in the magazine. You’ll find a host of other goodies revealed exclusively 
there too. 


Dear Guys 

I was wondering if you could answer these questions: 

1. Is Rival Turf 2 going to be better than Streets Of Rage 2 on the Megadrive? 

2. Is it possible to fit more than 16 megs on a SNES cart? 

3. How long after the Japanese CD ROM XA will the British version be released? 

4. Is there an Action Replay code that allows you use the bosses on Streetfighter 2? 

James Barker, Hanwell, London 


1. Hmm, probably not. 

2. Yes, but it is very, very expensive. 

3. Expect it just before Christmas (with luck). 

4. Not on Action Replay.... 

. 

Dear Guys 

Please could you answer my questions. 

1. Will Bulls Vs Blazers be released on SNES in Britain? 

2. Are there any other Basketball sims lined up for release? 

3. Will Populous 2 ever be released? 

David Jordan, Whitstable, Kent 


1. Yes, before Summer. 

2. Yes, NCAA Basketball will be out soon. 

3. Yes, again, just before Summer. Works with mouse too. 
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Dear Guys, 

Please could you answer a few of my questions; 

> I. Is Wings 2 the same as Blazing Skies? 

2. Are there any cheats for it? 

3. Is there a cheat for Streetfighter 2 without using the Super 
Action Cart? If so could you tell me what they are please. 

4. What would you say is the best basketball game on the 
SNES? 

Alex Beck, Kent 

1. Yes my boy, it is. 

2. Probably. 

3. Yes, check out some earlier issues of Super Action 
for lots of cheats. 

4. NCAA Basketball wins by a league. 


Dear Guys, 

I think you are very nice indeed. May I ask you a few questions? 

1. Will there be an Empire Strikes Back and Return of the jedi 
coming out for the SNES 

2. Will a Punisher game come out for the SNES? 

3. Do you like Batman Returns? No-one else does but I do so 
does that make me a degenerate? 

4. Who are you really? 

5. Can you give me any hints on becoming a teenage sex God? 

Simon S. Misra, Wigan 

1. Yes there is. Lucasfilm have almost finished Super 
Empire Strikes Back and Return of the Jedi is on the 
cards. 

2. Not for a while. 

3. We saw it in Las Vegas and it was very, very nice. 

4. Not telling. 

5. Yes, eat toothpaste and act hard. 



Dear Guys, 

Please could you answer these questions; 

I. Will any of the Neo-Geo games be coming out on the SNES, 

1. e. Art of Fighting, Super Eightman or Sengoku? 

2. When the CD ROM-XA Is launched will It give the SNES the 
same capabilities as the Neo-Geo? 

3. Do Nintendo have any plans to launch the SNES with the 
CD unit combined? 

4. Finally, will the CD ROM-XA be 16 or 32 bit? 

Ian Banner, South Queensferry, West Lothian 

1. Sengoku and Art of Fighting have both been lined 
up, so far. 

2. No, no, no, no, no. It will have more memory and 
some brand new capabilities. 

3. Not for a while, the Sony unit has been cancelled, so 
we’ll have to wait and see. 

4. 32 bit my good man, for definite. 



THE WORLD'S ONLY GAME BOY MAGAZINE 

THE MOST AWESOME GUIDE 
TO YOUR GAME BOY WITH 
MORE REVIEWS, COMPO'S, 

PLAYER'S GUIDES & NEWS. 


WHY WASTE YOUR MONEY 
ON ANYTHING ELSE? 


ONLY 

FEBRUARY ISSUE OUT NOW 


Another great mag from 0 , 
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Designed ancl Mandfactufed byiDATEL ELECTRONICS 


ALU CHEQUES/POSTAL ORDERS MADE PAYABLE TO, 


ILlEleGti 


GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, 
STOKE-ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292 
TECHNICALVCUSTOMER SERVICE 0782 744324 


• WITH THE ACTIOH REPLAY CARTRIDGE 
YOU CAH HOW PLAY 
YOUR FAVOURITE GAMES 
TO DESTRUCTIOHHH ^ 


"Pro Action Replay is a mean piece 
hardware, this thing busts games 
^ wide open" 


Just imagine, infinite lives, unlimited 
energy, special effects, extra fuel/ 
ammeter play on any level. Become 
invincible with the Action Replay 
Cartridge for your SUPER NES™, 
GAME BOY™ Console. 


0003F ■ S4K75 


01359 ■ 66010 


So easy to use...if you can play the game 
you already know how to use Action Replay. 
Simply input any of the hundreds^! codes^and 
bust your games wide open!!! 


With its unique built-ih "CODE GENERATOR", 
you can actually find and create your own ^ 
cheats. No need to wait for code updates. ^ 
With this unique feature you have the ability to 
crack the latest, games as they are release|^ 
No other product can offer this! 


<.LLLl'lLVL£1J. 


> Now you can play your ^ames^o levels 
that you did not know even existed. This is 
^the cartridge the experts use. 


ACTION REPLAY 


WobI 


INFORMATION AND NEW CODES 
0782 745990 for the SUPER NES 
0782 745991 for the GAME BOY 

line open 9.am - S.SOpm Mon-Fri. 
9.30ain-1.30pni Sat. 


X Action Replay even works as an 
adaptor so you can now choose from 
the huge range of US & Japanese 
software and play it on your 


24 HOUR MAIL 
ORDER HOTLINE 
0782 744707 


ORDERS NORMALLY 
DISPATCHED WITHIN 48 Hrs. 




















































REPLAY 


C an you believe itZ Those wacky 
pop funsters at Datel have given us ten 
fabulous Action Replay carts to give 
away to ten lucky Super Action readers. 

By entering a simple eight digit code, the 
Action Replay device can give you infinite lives, 
invincibility, level select and a host of other fab¬ 
ulous cheats. To win, simply answer the three 
questions below. 

I. How many worlds are there in 
Super Mario World? 

2 . Who is the final boss on the 
British version of Streetfighter 2? 

3. Do you think Princess Di 
left Prince Charles because 
he’s got jug ears? 


CUT OUT AND SEND BIT 


Name: 


Address: 


SENd youR entrIes to: SUPER ACTION’S ACTION REPLAY 
COMPO, EUROPRESS INTERACTIVE, EUROPA HOUSE, 
ADLINCTON PARK, MACCLESFIELD, SK10 4NP 


Please tick the box if you do not wish to receive promotional material from other companies 













ALL TRADEMARKS AND COPYRIGHTS ARE RECOGNISED 
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message on our 
board for as 


phone Simon on 

0625 

850874 


^ Birmingham / Walsall _ 

t Shop at 9 Corporation Street. Walsall, WS1 (2 minutes from Walsall Ctr) d 

SUPa*! ©Aft'SSS 

BOUGHT, $C»LC» Ai^iD 
EXCHANGilD. Nli''W ; 
& Jins HAND eAMSB 
AtWAY? IN STO®K„ 

A -- Bill (0922) 616833 


eb.so off y%r\iY b/vivie irvi 

STOEK. l/VITH THIS 


ITKIELDER AVE. CRAMUNGTON. N0RTHUM8ERLAH0. NE23 8JT 

SUPS ICO 80}, MKAOnVi 

i 2 m'?p 1 bs 

t^UEU STAR WARS 

ALL NEW TITLES CALL - OR CALL INTO OUR OFFICI 


LQQKING 

T ■ ■> S ’ IM ’ OH 


E /V 


GET A LOOKING EYE INTO ALL 
SUPER NES & GAMEBOY 
GAMES FROM ALL 
TOP RELEASES! v 

PHONE THE GAMELINEI 


PROPRIETOR PANDORA’S GAME BOX 
17 IRWIN AVE, EASTMOOR, WAKEFIELD WF1 4Q^ 

CALLS COST 36P PER MIN AT CHEAP RATE AND 48p PER MIN AT ALL OTHER TIMES 


MAX CONSOLES 


EST SELLERS 


..£50.00 


SUPER NlhniENDO I 

WING COMMANE>ER-.C..--- , ^ 

ROAD RUNNER... ^...4 . 

SUPER STAR WARS--- —t . 

NBA BASKETBAU...—. 

ROAD RIOT 4 WD-- 

PUSHOVER. 4 ...f. 

FATAL FURY.. 4.4 ... 

TRAimiAZER X>YSTICK--V'-.-—«— . 5 ^ 5*52 

QUEST X>YPAD...f. 2.00 

GAMES MASTER ADAPTOR...,^-^.£ 12.00 

MEGA/ bRIVE SEIUERS 

ECCO THE DOlPHIN.. 

STREETS OF RAGE 2 ---.......- 4 s..... 

TERMINATOR - ARCApCi&AME--. 4 ....£ 37.00 


..JE37.00 


LOTUS TURBO CHALLENGE. 


..£35.00 


SONIC 2 ...^......... 4 .. 1 ......£ 2^-22 

AUEN 3 ..—.....s,....£ 36.00 

DUALIST X>YSiiiK. 4 .£ 25.00 

X>YPAD... 4 V— .r® ^ 2.00 

MENi^BR 4 lGaTT GUN.— ^J^SA.OO 


SUPER NllsmENDoSlTC^rGHTER 2 - £53.00 


GAMEBOY BEST SELUERS 




•MfE OfF^'ESiH a&Sff OflflCESI 


ADDAMS FAMILY 2.CALL 

ALIEN 3.CALL 

AMERICAN GLADIATORS.CALL 

AXELAY.44.95 

BARTS NIGHTMARE.41.95 

BEST OF THE BEST.49.95 

BULLS Vs BLAKERS.49.95 

CASTLEVANIA 4.39.95 

CHUCK ROCK.44.95 

COOL WORLD.CALL 

CONTRA III.41.95 

DEATH VALLEY RALLY.41.95 

DESERT STRIKE.44.99 

DRAGON'S LAIR.44.99 

FINAL FIGHT.39.95 

GODS.CALL 

HOOK.39.95 

HUNT FOR RED OCTOBER.CALL 

i lMMY CONNORS PRO TENNIS.44.99 

OE & MAC.39.95 

CRUSTY'S FUNHOUSE.39.95 

LEMMINGS.39.95 

MARIO KART.42.95 


MICKEY'S MYSTICAL QUEST.CALI. 

MYSTICAL NIl^A.39.95 

NCCA BASKETBALL.44.95 

OUT OF THIS WORLD.49.95 

PGA TOUR GOLF.39.95 

PRINCE OF PERSIA.49.95 

ROCKY & BULLWINKLE.CALL 

SMASH TV.38.95 

SONIC BLASTMAN.CALL 

SOUL BLAZER.54.95 

SPACE MEGAFORCE.42.95 

SPIDERMAN & X-MEN.CAL L. 

STREETFIGHTER 2.54.9 S 

SUPER COMBATRIBES.CAL L 

SUPER GHOULS N' GHOSTS.39.9 5 

SUPER SOCCER CHAMP.39.95 

SUPER STAR WARS.CALL 

SUPERMAN.CALL 

TERMINATOR 2:ARCADE.CALL 

TERMINATOR 2:JUDGEMENT.CAL L 

TINY TOONS ADVENTURES.42.95 

TOM & JERRY.CALL 

TOP GEAR.39.95 

TURTLES IN TIME IV.39.95 

UN SQUADRON.39.95 

WING COMMANDER.54.95 

WWF WRESTLEMANIA.39.95 

X-ZONE (SUPER SCOPE).44.99 

.III. — 


ZELDA ] 


..39.95 




B ATTLETO ADS.CALL 

DIRTY CHALLENGER.CALL 

FATAL FURY.59.95 

GOLDEN FIGHTER 2.CALL 

NORTH STAR KEN 6.49.95 

PARODIUS.49.95 

RAMNA 1/2 2.CALL 

SUPER ALESTE.42.95 

SUPER SWIV.42.95 

2020 BASEBALL.CALL 


KEWTTITLESARmVlIVOOIVAElAILYBASaGS PUEIASE: CALL 


Shop open 12 to 7pm Mon to Sat. Please call to reserve and/or confirm availability. 
Please send cheques & Postal Orders payable to: ‘AMS ELECTRONIC GAMES' 

I and post to: "AMS" Games, Dept SA, 145b Deans Lane, Edgware, Middlesex HAS 9h Y 
Prices include P&P on all software. Games sent by recorded delivery. 
Please add £3.00 per titles post & packaging to Europe. 


SEND LIST FOR WRIUEN QUOTE INCLUDE ^AE 


SUPBI HINTBrn... 


THE TERMINATOR - KING OF THE MONSTERS 2 - SONIC BLASTAAAN 


STREETFIGHTER 2 - PGA TOUR GOLF 2 - FLASHBACK 
VARIOUS CONSOLES AVAILABLE - CALL FOR DETAILS 
PlEASE ADD POSTAGE & PACKING TO PRICES 


0 ^ 501810/501747 

GUARANTEED PLEASE NOTE MOST MAIL ORDER IS TURNED AROUND SAME DAY. HOWEVER ^ 
IT S NOT IN STOCK WE WILL RETURN YOUR MONEY THE SAME DAY UNLESS YOU STATE OTHERWISE 

























































































































































SUmnSOFSOFTWAIC&HAiViWAREfOR: 
SUKR NINTENDO • SUPER fAMKOM • NEC GEO 
• MEGA DRIVE • MEGA CD • GENESIS • 
GAME GEAR • PC ENGINE/DW • TURBO GRAPHIX 
GAMEBOY AND AU THE ACCESSORIES! 


BEST PRICES PAID FOR YOUR UNWANTED TITUS 

WE WANT YOUR OLD 
GAMES FOR CASH 


WE ARE OPEN MON - FRI 9am - 7pm SAT 9am - 5pm SUN 9am - 2pm 
PLEASE MAKE CHEQUES PAYABLE TO: 

ZEAL CONSOLES 

C/O METRO SERVICE STATION, BOUNDARY 
GARAGE, BURNLEY ROAD, 

COLNE, LANCASHIRE BBS 8LF 

WE ACCEPT ACCESS, VISA, SWITCH & DINERS CLUB 


ANNOUNCE THAT THEIR NEW RETAIL OURET IS NOW 


50/ IF YOU WANT THE LATEST 
GEAR AT THE BEST PRICES YOU 
SHOULD CALL THIS NUMBER NOW! 


AND ASK FOR fONATHON OR KEIRONU! 


'WAY AHEAD OF THE GAME 


CONSOLE t? WORLD 

Tel/Fax (0246) 570885 9.30 - 8.00pm Mon - Fri 




aZiLLiE) I 

..- J||B 


HORI SF2 6 BUXTOIM 
JOYSTICK ONLY £35 
USED GAMES WANTED 
GOOD PRICES PAID NO CONS!! 

TRY OUR PART EXCHANGE SERVICE EROM ONLY £5 


CONSOLE WORLD, ROOD LANE, CLOWNE, 
CHESTERFIELD, DERBYSHIRE, S43 4BP. 

All cheques payable to Console World and are subject to clearance. P&P £1 


ADXkAMSFAMILT 


GAMEBCK 


MEMBERSHIP ENTITLES YOU TO £5 OFF NEW GAMES 
FOR LATEST PRICES CALL 


9am - 9pm 7 DAYS 


CHEQUES ft P/ORDDB PAZABLB TO DXX8 

11 CLT1» HOUn, 08 SDRBITOIf ROAD, KlNGSTOIf DPQIf THAMES 


KT12HW 




osx 


22 CENTRAL ROAD, WORCESTER PARK. SURREY. KT4 8HZ. SHOP NOW OPEN 


CHESSMASTER (US) . £40 

SUPER WRESTLEMANIA (US) . £44 

F-ZERO (UK) . £38 

PITFIGHTER (ySj . £35 

STREET FIGHTER 2 (US) . £58 

SUPER BATTLETANK (US) . £36 

SUPER R TYPE (UK) . £38 

JOE & MAC (US) . £42 

ZELDA 3 (US) . 42 

SUPER OFF ROAD (US) . £42 

RAIDEN (US) . £45 

BASEBALL SIM 1000 (US) . £42 

THUNDER SPIRITS (US) . £42 

PEBBLE BEACH GOLF (US) . £42 

HOME ALONE (US) . £42 

KRUSTY'S FUNHOUSE (US) . £42 

SUPERBASES LOADED (US) . £42 

SIM CITY (US) . £42 

CONTRA 3 (US) . £42 


ARCANA (US) . 

ADDAMS FAMILY (US) 
CASTLEVANIA IV (US) . 

LEMMINGS (US) . 

JOHN MADDEN (US) ... 

POPULOUS (US) . 

PILOT WINGS (US) . 

RPM RACING (US) . 

ACTRAISERS (US) . 

FINAL FIGHT (US). 

JLS 'N 


SUPER GHOUL 


GHOSTS (US) 


PRINCE OF PERS 
PARODIUS (JAP) ... 

RPM RACING (JAP) . . 

SUPER WRESTLEMANIA (JAP) . £33 

CASTLEVANIA (JAP) . £33 

TURTLES IV (US) . £45 

ALL TITLES AVAILABLE @ BEST PRICES 
PART EXCHANGES WELCOME, ALSO SELECTION OF 
SECOND HAND GAM^S AVAILABLE 


OTHER TITLES AVAILABLE-RING FOR DETAILS 
CBRVBrUrs iviMibIt thit illfv Imptrl eirtrlrffM to bo playoi to ytir SNES fron E1B.II 
Part Excbaaias Waleoma, laalaPlRi Sapa. 

All lawiaa laalaPa UK Paat i Pacblap. tbap pricaa aiay vary. 


liViAGE 


CONSOLES a.K. 


PRESTONS LEADER IN NEW & USED 
CARTRIDGES FOR ALL CONSOLES. 

EXCHANGE SERVICE FOR SEGA MEGADRIVE & SUPER 
I NINTENDO OWNERS. SEND SjL.E. FOR FREE EXCHANGE | 
PRICE LIST FOR YOUR MACHINE OR GIVE US A CALL 
TODAY AND CHECH OUT OUR PRICES!!! 

WANXED 

YOUR OLD CARTS FOR CASH 

UNIT 8?, UPPER MARKET HAU,MAKK£r STREET, PKESTON.PRl SEL 

XEL; 0772 883598 

SHOP OPEN 9 AMTYXS PM MON TO SAT 


SUPER NINTENDO HEAVEN 

Check out the latest and greatest US imports 

Amazing TenniB„........_42^, PGisdbus . .29.99 

CasHevanla IV. 43,99 Q B*ft 3 . ..43.99 

Contra 3.:.:....43.99 Rood Runner.43.99 

Irem Skins (^me . „43.99 Super Star Wan^ .CALL 

Mickey's Mag.Quest . 49.99 .^ng Commander..43.99 

OTHEtiS 'ItY'LtSS 
OALL FOK 

Action Replays $4459 UnNersolAdcplDr £18.99 

SiperNESRoPod £15.99 ProgrcnxiDleJoysHck SOON! 

Mygcrie CornpuHng, Untt 11, Stxihbiook Mews, Lee, lx9ndonSE12 8LG 

Tel: 081 318 1424 Fax: 081 318 1802 


Cheques/PO payable to Mygate Ltd. P&P £1.50. Mail order only 
























































































O nce again Super Action 
provides the confidence and 
freshness that other guides cannot. 
With the added security of these 
condensed reviews buy your next 
game with the carefree smile that 
only know-how can bring. 


BEAT ’EM UPS 

“It’s what they designed consoles 
for.” Well, not quite true but they 
are popular and here are the best 
of the best, as they say. 



Battle Blaze 

American Sammy 

Jap/us import 

This two player game is a poor relative 
of Streetfighter 2 which features a large 
range of characters to 
choose from and a 
good range of moves. The graphics, 
while attractive are quite badly animat¬ 
ed. The main problem with this title is 
the standard of the competition and 
with rivals like SF2 and Ranma 1/2, It 
never really stands a chance. There’s 
nothing really bad about it, it’s just that 
It has nothing special to offer. Best 
avoided in deference to something 
(anything) better. 



Best of the Best 
Championship Karate 

Electro Brain 

US import 



Classic kick boxing action with loads of 
environmental options and the essential 
training screens. A fan- 
^ tastic amount of kicks 
and punches to inflict upon your best 
mate with gut wrenching sound effects. 
Good, but the sprites are a bit small. 



Fatal Fury 

Takara 

Jap import 


75 '®/( 


Street Fighter clone with chunky graph¬ 
ics and great sound. Less button com¬ 
mands than its big 
brother so not many 
special moves or nasty ‘surprises’. Not 
as many characters to choose from and 
those selectable lack the background 
and animation of Street Fighter. 
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Final Fight 

Capcom 

Official 

One of the first third party games avail¬ 
able. You play the part of either Cody 
or Haggar (not both, 
this is a single player 
game) as they tread the streets looking 
for a kidnapped girl. Simplistic action Is 
more than made up for by spectacular 
and brilliantly animated graphics. 
Although this lacks any real long lasting 
challenge, it’s the kind of game you 
return to again and again. One strange 
thing is that Guy, the third character in 
the arcade game, is mysteriously miss¬ 
ing. 

Final Fight Guy 

Capcom 

jap import 

A funny one this. It’s exactly the same 
as Final Fight, only you get to play Guy 
instead of Cody. Guy is 
a much better charac¬ 
ter than Cody and as a result, this ver¬ 
sion is slightly easier to complete. As 
ever, the graphics and sound are abso- 
lutley stunning and It’s just as frantic as 
its predecessor. If you already have the 
first Final Fight, there is absolutely no 
point in buying this. It’s one or the 
other I’m afraid. 


George Foreman’s 
KO Boxing 

Acclaim 

US import 

Oh dear, what a tragic disaster this 
turned out to be. Lots and lots of rapid 
button pressing and 
very little need to 
move your boxer. You couldn’t if you 
wanted to anyway, he’s firmly nailed to 
the canvas and can only sway left or 
right. Graphically bland and totally lack¬ 
ing In gameplay, its one saving grace Is a 
lot of very nicely sampled sound. You 
don’t buy games to listen to and this is 
best avoided (at all costs). 

Golden Fighter 

Culture Brain 

Jap/us import 

Widely anticipated and universally 
derided Streetfighter clone. Nice fea- 
tures include a 
scrolling “adventure” 
section and some decent sound, other 
than that, it’s an appalling travesty of a 
game with jerky graphics and mindless 
gameplay. Don’t be fooled by screen- 
shots, this is a turkey. The hype that 
surrounded It pre-launch was all in vain 
and this might just be the biggest disap¬ 
pointment in video game history. 

King of the Monsters 

Takara 

Jap/us import 

Some hugely enjoyable monster fun as 
you take control of some very dodgy 
looking characters. 
Graphically, this is 
nothing to write home about and its 
lasting appeal for a single player is ques¬ 
tionable. Two player games though, are 
massively addictive and great fun. A 
worthy purchase and a fantastic laugh. 
Godzilla meets Streetfighter! 

Last Fighter 

Banpresto 

jap import 


Weird Japanese cartoon characters In 
Super Deformed mode (this is where 
they make cartoon fig- 
WjLyLSllLA^ ures small and cute to 
appeal to younger kids). It looks won¬ 
derful, nice sprites and often gorgeous 
backgrounds. Sadly though, there are 
too few moves and it’s far too easy. 
Quite fun in two player mode though, 
but best suited to young kids. 

Pitfighter 

THQ 

US import 


32 '»/< 


There’s no excuse for a conversion like 
this. Pitfighter Is essentially dead simple 
^ and a group of mon- 
^ keys could have done a 
better job than this. Duff graphics, 
ridiculous sounds and nothing to rec¬ 
ommend it at all. Avoid at all costs, 
even if you loved the arcade game. 
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Ranma 1/2 

Masaya 

Jap import 

A rather brilliant Streetfighter inspired 
beat ’em up based on Japanese cartoon 
characters. The wide 
variety of characters 
and moves available are backed up by 
fluid gameplay and sparkling graphics. 
Sound effects are striking and humor¬ 
ous and the whole thing is incredibly 
slick. A definite consideration for those 
of you who have grown tired of 
Streetfighter. Lovely stuff. 
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Rival Turf 

Jaleco 

Official 

A cross between Double Dragon and 
Final Fight. Visually very similar to Final 
TZHnSm fight but with small 
characters and two 
player gameplay. There are loads of 
special features including a limited, but 
fun one on one mode and some nice 
use of mode seven. Graphics are ropey 
at times but reasonably good. Not 
nearly as polished as its Capcom rival, 
but good fun anyway. Two player mode 
helps enormously. 


Sonic BlastMan 

Taito 

Jap import. 


Not a conversion of the arcade game, 
but a brilliant use of the characters 
nonetheless. Looking 
very much like Final 
Fight but with slightly better graphics 
and some hilarious special effects. 
Definitely one to look out for and one 
of the funniest games out. 


streetfighter 2 

Capcom 

Official 
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The granddaddy of them all and possi- 
bly the best Su per Nintendo title today. 

Unmatchable gameplay 
combined with arcade 
perfect graphics and sound. This is a 
true classic and an amazing demonstra¬ 
tion of what the Super Nintendo is 
capable of. You must have this, it’s as 
simple as that. 


Super Double Dragon 

Tecnnos 

US import 


Unexpectedly brilliant scrolling beat 
’em up with rather nice graphics and a 
lot of sparkle. The 
addition of blocking 
and throwing moves adds a huge 
amount of variety to this title. The 
music and sound effects are very smart 
and it’s all very polished. Questionable 
lastability for a single player, but the 
best game of its kind for two fighters. 


TKO Boxing 

Sofel 

US import 


Reasonable boxing game with very little 
to distinguish it from any other boxing 
game. The graphics, 
while slick and fluid, do 
little to convey the atmosphere of real 
boxing. Sound is good, but virtually 
identical to all the other American 
sports games. Nice samples and lots of 
heavy guitar, it doesn’t play too badly 
but it gets very repetitive very quickly. 
Saving grace is the training option, on 
winning you can pump some iron and 
increase everything about your various 
attributes. 


Turtles In Time 

Konami 

Official/us import 


Although the Turtles are old hat, this 
game gives them a new breath of life. 
TJWM Beautiful looking and 
wonderful sounding 
action as you guide the Turtles through 
a world filled with terror. Travel back¬ 
wards and forwards in time as you try 
to rescue dizzy April O’Neill. Massive 
levels and loads of variety combined 
with some truly amusing effects. Look 
out for the amazing F-Zero level. Here, 
you mount a floating surfboard and 
head off along a superfast mode seven 
highway, whacking baddies and leaping 
chasms as you do so. This is almost as 
much fun as the rest of the game and 
adds much needed variety. 


Ultraman 

Bandai 

Official/Jap import 

Great big rubbery sprites wobble 
around on unconvincing backgrounds, 
exactly like the 
Japanese TV show It’s 
based on. One of the first games avail¬ 
able and it shows. Still, it has a die hard 
following and it’s good for a laugh. I’d 
question the merits of actually shelling 
out dosh on It though. 

WWF 

Wrestlemania 

Acclaim 

Official/US import 

The Wrestlemania phenomenon Is 
huge. I can’t for the life of me figure It 
out (although I do like 
Hacksaw Jim Duggan) 
and this game replicates the look and 
feel of the event perfectly. Wrestling 
games tend to err on the side of rub¬ 
bish, but to be fair, this is one of the 
best. Smart graphics and brilliant sound 
add up to a reasonable license. Strictly 
for WWF fans though. 



DRIVING GAMES 

With Nigel Mansell inexplicably 
voted sporting personality of 
the year, time to jump in the 
driving seat and win everything. 



Aguri Suzuki 
Formula One 

LOZC 

Jap import 

Ooh! Ooh! The first split screen mode 
seven driving game, arriving just a tad 
before Super Mario 
Kart and to much criti¬ 
cal acclaim. It’s all nice and fast and the 
graphics are, for the most part, rather 
attractive. Things get a bit vague at 
times and a lot of the screen area has 
been wasted on sky when it could have 
been put to better use making the road 
bigger. Nice and jolly though and a very 
respectable racing sim. 



Battle Grand Prix 

Naxat 

Jap import 


72 '°/ 


The Japanese are very keen on this 
style of overhead racing game and in 
form, it looks like a 
^ scrolling Super Sprint. 
The genre was started by Sega with 
their ancient Monaco GP coin-op and 
hasn’t progressed much since. 
Unpredictable controls combined with 
irritating qualifying circuits mean that 
you’ll get frustrated very quickly. For a 
game of this type though, it’s one of the 
better efforts. 


Big Run 

Jaleco 

Jap import 


A very early Super Nintendo release 
and boy does it show. Incredibly jerky 
JjfM graphics and appalling 
K gameplay show this up 
as a rushedattempt to cash In on a 
popular coin op. Racing through the 
desert in a Porsche 959 may sound like 
fun, but not in this particular game it 
isn’t. A truly duff that should be avoid¬ 
ed at all costs. 


Cyber Formula Racing 

Takara 


Jap import 

Very similar in style to Battle Grand 
Prix, this is yet more vertically scrolling 
split-second racing. 
This time though, it’s 
set In the future and features some 
very high-tech vehicles. The graphics 
are colourful and exceptionally smooth 
but Its a sad case of more of the same. 
Not bad, but not really exciting. 
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F-Zero 

Nintendo 

Official 

Still regarded by many as the definitive 
Super Nintendo racer, this spectacular 
mode seven extrava¬ 
ganza is as addictive as 
it is attractive. Superlatives spring 
immediately to mind and are an apt 
description of every aspect of the 
game. Its only failing is the lack of a two 
player option, but apart from that, it’s 
nigh on perfect. The ultimate bench¬ 
mark for racing games and expert use 
of mode seven, if you haven’t got it 
then it’s patently obvious that you’ve 
never seen it, let alone played it. The 
recommendation for this game is unre¬ 
served...are you convinced yet? 

FI Exhaust Heat 

Ocean 

Official 

As it stands, this is by far the best 
Formula One racing game available for 
the Super Nintendo. 

slightly by 

repetitive backdrops and some annoy¬ 
ing slowdown. It is gorgeous to play 
however and combines strategy with 
fast action driving. There are some gor¬ 
geous effects but it will soon be 
upstaged by the sequel, imaginatively 
named FI Exhaust Heat 2. There is a 
lot of competition in the Formula One 
field, but those in the know immediate¬ 
ly reccommend this game above all oth¬ 
ers. An all time classic. 

Race Drivin* 

THQ 

US import 

ALERT! THQ! Anyone attempting to 
buy this should be aware that those 



master programmers 
at THQ are to blame 
for this offering. Jerky graphics, a really 
naff control method and no reflection 
on the original coin-op. Avoid. 

Road Riot 

THQ 

US import 



36 


This game is terrible. It is crap. It 
should cease to be. Impossible control 
m method and response, 
[• the worst cluttered 
graphics we have ever seen and to 
crown it all muffled speech to comple¬ 
ment. Avoid at all costs. Come to think 
of it avoid all THQ games while you are 
at it. 
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RPM Racing 

Interplay 

US import 

This looks and sounds very unusual 
indeed. A split screen driving game with 
weirdo interlace 
graphics. Everything is 
very detailed and fiddly looking, but 
strangely attractive nevertheless. The 
scrolling, while generally smooth, does 
tend to jerk occasionally and some cor¬ 
ners can be a bit unpredictable. A track 
designer adds to the lastability but it’s a 
bit too slow to be fully recommended. 

Super FI Circus 

Nichubitsu 

Jap import 

Hey, hey! More vertically scrolling rac¬ 
ing stuff, this time with proper Formula 
Ori® cars. The problem 
with all these games is 
that they’re impossible to play until you 
complete a qualifying circuit, a process 
which is incredibly dull and time con¬ 
suming. It’s smooth though and one of 
the better overheads. 

Super Mario Kart 

Nintendo 

Official/us import 

You probably know the verdict for this 
one already. Perhaps the best driving 
game ever. Split 
screen, two player, 
stop the traffic, rock ’n’ roll action. 
Spectacular graphics, unbelievable 
sound and some of the best gameplay 
ever. You have to have this, it’s utterly 
superb and it gives you the horn. 

Super Off Road 

Tradewest 

US import 

Iron Man Ivan Stewart is a popular off¬ 
road racer in America and completely 
unknown over here. 
The game is based on 
his dirt racing antics and is a mildly 
addictive Super Sprint variant. The 
graphics are simplistic and at times, 
rough, but the animation is nice and 
slick. If anything, it’s a little too easy but 
two player racing makes up for it. 

Top Gear 

Gremlin 

Official 

Back to the good old days of Out Run, 
only this time with split screen two 
player mode. The 
graphics don’t rely on 
d as a result, it looks a 
bit like Lotus Turbo Challenge (the 
game it’s based on) but they are fast 
and fairly smooth. A solid racer with 
plenty of features. If it weren’t for the 
two player mode then the mark would 
drop but frankly if you’ve got a copy of 
this and a copy of F-Zero then you’re 
fully kitted up for racing games. 



mode seven 



SHOOT ’EM UPS 

Nobody approves of them, 
especially your mother but the 
fascination still lies in saving 
mankind against the odds. 



Acrobat Mission 

TEICHIKU 
Jap import 

Yet another vertically scrolling blaster 
and not a particularly amazing one at 
that. If a company is 
going to release a game 
like this, they might as well give it at 
least a spark of originality. This has 
nothing of the sort and the banal graph¬ 
ics and sound do little to help. If you 
have every other game of this type, you 
might want to take a look but it’s far 
too easy for most people. 



Axelay 

Konami 

Official/us import 
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Every now and then, a shoot ’em up 
comes along that’s worth getting excit¬ 
ed about. Axelay is just 
such a game and to 
date, it has the best graphics of any 
Super Nintendo game. Incredible paral¬ 
lax, amazing use of mode seven and 
incredibly addictive gameplay. Probably 
the best blaster on the SNES, it’s just a 
shame it’s so short. A couple more lev¬ 
els and this would have been perfect. 
As it is, it’s bloody brilliant. 


Blazeon 

Atius 

US import 



Run of the mill shoot ‘em up with all 
the usual trimmings like large evil boss¬ 
es etc. etc. One saving 
grace is the ability to 
inhabit alien ships of various size and 
strength to achieve your goal of human 
freedom. 
















Cosmo Gang 

Namco 

Jap import 

Hooray, a game that relies on neither 
big names or amazing graphics. This 
incredibly funny shoot- 
er is based on those 
bash the mole games but actually takes 
the form of an advanced Galaga clone. 
The graphics are very, very amusing, as 
is the rather hysterical Japanese sam¬ 
pled commentary. It might not look 
much, but it’s one of the best shoot 
’em ups we’ve played. 




Darius Twin 

Taito 

Official/Jap import 

A very underrated shoot ’em up that 
wins su pport for a lot of reasons, but 
[Tfjf mainly the simultane¬ 
ous two player option. 
In single player mode, it’s challenging 
and frenetic although the graphics are 
very tiny and difficult to see. It looks 
better the further you get and the vari¬ 
ous “routes” add to the lastability. One 
for fans of the coin-op and people with 
good eyesight. 



Desert Strike 

Electronic Arts 

Official 

Put Mega Drive owners to shame with 
this slick and fluid version of the desert 
conflicts you a Iways 

_ wanted to partake in. 

The helicopter is a joy to fly with plenty 
of taxing missions to test out your 
skills. Good graphics and some great 
sound effects. 


Dimension Force 

Asmik 

Jap import 


23 


An incredibly duff game that should 
have been left in the programmer’s bin. 

The normally talented 
^ Asmik have come up 
with a real turkey. Pointless use of 
mode seven does little to enhance a 
dull and lifeless blaster. Music is horri¬ 
ble and there is nothing good to say 
about this. 


Gradius 3 

Konami 

Jap import 


The good news is that this is one of the 
finest blasters available on the Super 
Nintendo. The bad 
news is that Konami 
will probably never release it here, cit¬ 
ing that it’s “old hat”. The graphics are 
wonderful, detailed and colourful, but 
some serious sprite slowdown occurs 
on busier screens. Check it out though, 
it’s a real winner. 


Hyperzone 

HAL 

Jap/us import 

Oh dear. It looks like F-Zero with guns 
and it plays like a dog. Unbelievably dull 
K'l i 0? repetitive, this Is 

simply an exercise In 
mode seven scrolling. It looks attractive 
but don’t be fooled. Easy, pointless and 
ultimately unrewarding. Check it out if 
you’re a masochist. 



Imperium 

VIC TOKAI 
US import 


It's a sad day when a software house 
sits down and thinks that a vertically 
fjyi; scrolling shooter is the 
[ J most original concept 
of all time. Imperium may well be fast. 
It may well be action-packed and it may 
well be good fun. However, it also hap¬ 
pens to be unoriginal and up against 
some fairly stiff competition. Super 
Aleste is identical in style, but far better 
in terms of depth and quality. You’d 
have to be barking mad to buy this 
instead of Super Aleste but it’s not too 


J 




Parodious 

Konami 

Official/Jap import 

Easily the cutest game ever, this classy 
shoot ’em up should be used as a 
benchmark by other 
programmers. There is 
t, from the wonderful 
graphics to the near-perfect sound. 
Playability is identical to the Gradius 
series of games but so much more 
appealing. A must have for all Super 
Nintendo blast fans. Better bring a sick 
bag though. 

Phalanx 

Kemco 

Jap import 

Much maligned blaster with quite a few 
nice touches. Ignored largely due to 
bland graphics, this has 
some very nice and 
very challenging levels. Nice weapons 
that add to the strategy required in this 
game and some nice tunes to back it 
up. Don’t be put off by appearances - 
this is a gem. 




so much to i 


Raiden Trad 

Toei 

Jap import 

You’d have to be a special kind of stu¬ 
pid to shell out cash on this one. It’s 
based on an average 
coin-op and is 
as good. The graphics 
are small and dull and the game is 
Incredibly sluggish. Fans of the arcade 
game would be more than disappointed 
with this conversion. 



nowhere near 


strike Gunner 

NT VIC 


US import 

More vertically scrolling action as you 
take on the forces of an alien empire 

8 '', f^? (just for a change) with 
the usual extra 
weapons and stuff. Not very inspiring, 
but technically adequate blaster. It’s by 
no means the worst game of its type 

I I IJI__: J_J 


Super Aleste 

Toho 

Official 

At last, PC Engine Gunhed gets an air¬ 
ing on the Super NES and what a job! 
m Amazing mode seven 
graphics add greatly to 
the challenging pyrotechnic action. 
More weapons than you know what to 
do with and some very Interesting 
attack patterns. The best vertical 


Super EDF 

Jaleco 

Jap import 

Super EDF is a pretty and at times chal¬ 
lenging blaster. It’s based on a little 
CTf'WnTl. known coin op and It’s 
a damn near perfect 
conversion. Sadly though, the original 
wasn’t too impressive and as a result, 
this is merely adequate. Nice graphics 
throughout but there’s far too much 
slowdown. 


Super Pang 

Capcom 

Jap import 

OK, SO it’s not strictly a shooter, but 
you do have to blast things. Pop the 
bubbles until they dls- 
appear and that’s about 
it. Sounds dull, but in reality it’s one of 
the most addictive Super Nintendo 
games yet. Great graphics help and the 
music and sound effects are just fine. 
Multiple worries as each bubble you do 
manage to burst promptly splits Into 
many others, leaving a small night-mare 
happening right there In the privacy of 
your own home. Cute but addictive. 
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Super R-Type 

Irem 

Official 

Very classy looking, highly attractive 
shoot ’em up. Lots of nice bits and a 
nrji few interesting bad 
guys, but not much in 
the way of originality. It looks and 
sounds superb but jerky scrolling and 
lots of slowdown mean that this is a 
heavily overrated title.. 

Super Smash TV 

Acclaim 

Official/us import 

Fabulous conversion of the coin-op, 
helped massively by the fact that a 
Nintendo con- 
trol pad has four but¬ 
tons. Neat graphics and smart sound 
are totally eclipsed by the frantic, at 
times insane, gameplay. Spot-on and 
one of the closest conversions ever. 

Super Swiv 

Storm 

Official 

Play on land as a jeep or sky-bound as a 
helicopter in this quality shooty that 
should hook you from 
the start. With great 
graphics and sound it’s a sure-fire win¬ 
ner on the SNES. 

Thunder Spirits 

Toshiba EMI 

Jap import 

The Thunderforce series of games 
were a big hit on the Mega Drive, but 
this Super NES conver- 
[0 sion lacks the technical 
excellence or the original. Not that it’s 
bad, it’s simply that Mega Drive owners 
are far easier to please than we are. 
Nice ideas but very shallow gameplay. 

UN Squadron 

Capcom 

Jap import 

Based on Japanese comics of the same 
name, this is a conversion of a Capcom 
coin-op. There are 

_ loads of differences 

between thisand the original, but most 
of them are improvements. Nice graph¬ 
ics, excellent music and loads and loads 
of firepower. A fast, exciting and very 
difficult blast. 

Warpspeed 

Accolade 

US import 

Simplistic, but still highly entertaining 
3D blaster, drawing a great deal of 
fjjfTpSFWi influence from the 
crusty old Star Raiders 
or^he Atari VCS. Although lacking in 
variety, the intergalactic dogfights are 
challenging and exciting. A nice exercise 
in nostalgia and some very interesting 
graphical effects. 


Wing Commander 

Mindscape 

Official 
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Over shoulder view of various battles 
In space with you as the only saviour of 

r yijl mankind. Loads of 
^ missions to be assigned 
to with various types of craft to pilot. 
Graphics and sound are very similar to 
the PC version to be anything astound¬ 
ing but the game runs fast and is quite 
a challenge. 

Wings 2 

Namco 

US import 

Tally ho! WWI air time with the crates 
of the Royal Flying Corps. Power up 
ni® your squadron to com- 
plete various missions 
in strafing, dog fighting and bombing. 
Chunky graphics and deeply arousing 
patriotic music make this one of 
the best flight games available on 
the machine. 

STRATEGY/PUZZLE 

Tired and numb fingers mean it’s 
time to reach for tne brain and 
solve some serious problems for 
that essential IQ boost. 
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Cameltry/On The Ball 

Taito 

Jap/us import 

In the old days, we would have called 
this a maze game and this one relies 
entirely on mode 
seven. Rotate the 
screen ahd^move a small ball through 
the level. Challenging, original and fun, 
make sure you get the vastly enhanced 
and much bigger US version. It has far 
more levels than the otherwise fabby 
jap version. 

Chessmaster 

Mindscape 

Official 

What can you say about chess? As a 
two player game, this is reasonably pre- 
sented and is as good 
as you make it. Play the 
computer on your own though and 
you’ll soon discover it plays a mean 
game. Sadly though, the graphics are a 
bit poor and the music is utterly rub¬ 
bish. A poor effort but then, you have 
no choice. 


52 


Earthlight 

Hudson 

Jap import 

Although the essential ingredients of 
graphics and sound are somewhat mini¬ 
malist, there are some 
very nice aspects to 
Earthlight. Unfortunately though, the 
reams and reams of Japanese text make 
it completely impossible to play (unless 
of course you happen to be fluent in 
Katakana) and this should be avoided. 
UK conversion very unlikely. 

Faceball 2000 

Bullet Proof Software 

US import 

Tense, nervous gaming with the smiley 
squad of the future. Wander around a 
[JjM tight maze armed to 
^ the teeth in deadly per- 
sult of either enemy smileys or your 
best mate. What is totally and utterly 
inexplicable Is the hidden game feature 
only accesable through a wierd and 
wonderfull password combination. 
Good, simple graphics with OK sound 
effects to boot. Not a classic, which It 
could so have easily been with this 
highly original concept. There is nothing 
worse than being nailed in under 30 
seconds by an Acid House Icon. 

Gundam F9I 

Bandai 

Jap import 

The Gundam characters are enormous¬ 
ly popular over in Japan and this game 
sold by the bucketload. 
K Although it has a fair 
old bit of Japanese text, it can be fig¬ 
ured out and will appeal to both robot 
and strategy fans. It’s like the battle 
sequences of an RPG with all the role 
playing removed. 

Lemmings 

SunSoft 

Official 

A spot on conversion of the computer 
original and believe it or not, an 
improved control sys- 



tern. The graphics are 
functional rather than gorgeous, but 
saving the lives of hundreds of 
Lemmings is enormously addictive. 
Good music too and a top class game. 

Populous 

Imagineer 

Official 

This game moved mountains when it 
arrived on home computers a couple of 
years ago and the 
Super Nintendo ver¬ 
sion is excellent. Play god and rule a 
world, with excellent music and some 
very interesting graphics. Lots to do, 
lots to see and lots to keep you going. 
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Pushover 

Ocean 

Official 



A very frustrating and addictive game 
involving an ant and some very special 
blocks. To complete 
each level you must 
knock over every block like dominoes. 
There are several types of block and 
carefull strategy is required to achieve 
the goal against the clock. 



Q-Bert 

NTVIC 


us import 

Hop around with glee avoiding all 
manner of strange creatures in an 
rTC attempt to colour tiles 
Li ^ in an odd shaped envi- 
roment. Strange and qwirky control 
method means initial frustration with 
the tasks. Good graphics with great 
back-drops and nice sound to boot. 



Rampart 

Electronic Arts 

US import 


An original blendof puzzle and out and 
out war. Construct castles to house 
your guns then blast 
the opposition out the 
playing area. Graphics and sound are 
adequate to the job though don’t 
expect anything spectacular. Very smart 
and enormously playable in one or two 
player mode. 


Sim City 

Nintendo 

Official 

Gorgeous, Involving and utterly fabu¬ 
lous conversion of the home computer 
fave. Build a city, keep 
^ it going and if you get 
bored, destroy it using natural (and 
supernatural) disasters. The graphics 
and sound are just about up to the job, 
but this scores well on gameplay alone. 
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Tetris 2 

Bullet Proof Software 

US import 


It had to be. A souped up version of 
the original classic...with the original 
Tlf% classic included. The 
graphics are pretty and 
functional, the music at times can be 
grating. What more can we say? Build 
those blocks! 


Utopia 

Gremlin 

Official 

Neat graphics, often fabulous sound 
and a great deal of strategic role playing 
are the order of the 
day in Utopia. In style, 
it’s very similar to the classic Populous, 
but in play, it’s a lot faster and more 
enjoyable. Solid stuff this. 


RPG/ADVENTURE 

Strap on the studded 
accessories as we head for the 
hills with Japans’ most popular 
reason for buying Nintendo. 



Act raiser 

Enix 

Official/us import 


It’s hard to know quite what section to 
put this in. At first, it appears to be a 
side-on slasher in the 
mould of Rastan Saga. 
Delve a little deeper and you’ll discover 
that this is in fact a huge, sprawling RPG 
with elements of Zelda and Populous. 
Classic stuff and still one of the best 
SNES soundtracks. 


Arcana 

HAL 

US import 

Although this looks like a fabulous 
Dungeon Master clone, it is in fact a 
tedious, plodding 
excuse for an RPG. 
Combat is immensely dull as is the gen¬ 
eral content of the game. Not much to 
recommend it and don’t be influenced 
by the lush graphics. It’s a bummer. 



Drakkhen 

Kemco 

Official 

Weird 3D perspective is generated by 
the fluid poly gon graphics. Other than 
that, it’s much the 
1,^' same as all the other 
RPGs available. This one does have 
smart bits, but not really enough to lift 
it above the crowd. Competent and 
well designed, but too heavily struc¬ 
tured to be addictive. 



Final Fantasy 2 

Squaresoft 

US import 

Although this looks incredibly dull, the 
sheer depth and scope of the game 
make It an instant clas- 
Shoddy and boring 
graphics are greatly enhanced by the 
addition of a stunning soundtrack. Lots 
of puzzle solving and fighting and a fair 
old bit of wandering around. 


Final Fantasy - Mystic 
Quest 

Squaresoft 

US Import 


Much the same as its predecessor but 
slightly Improved in the graphics 
department. This will 
be relished and 
enjoyed by everyone who completed 
the previous game and is a good intro¬ 
duction to the genre for people who 
haven’t played this kind of thing before. 


Lagoon 

Kemco Seika 

US import 

This Zelda inspired romp has some 
very colourful graphics and often spec- 
tacular sound. It’s 
more arcadey than 
most RPGs, again a little like Zelda. 
However, it’s neither as deep nor as 
detailed as Nintendo’s classic and as a 
result, it looks like a poor imitation. 
Judged on its own merits though. It’s a 
nice little game. 


Legend of the 
Mystical Ninja 

Konami 

US import 


Gorgeous looking, brilliant sounding 
RPG romp combined with some nice 
arcade sections. The 

_ challenge is larger and 

more difficult than it first seems and 
you’ll play this one Into the wee small 
hours. Definitely recommended and 
entirely wholesome stuff. May get a UK 
release from Konami but this is as yet 
unconfirmed. We'll definitely keep you 
posted though. 


Soul Blazer 

Enix 

US import 

Second only to the mighty Zelda, this 
fabulous RPG Is easy to get into and 

Playing 

^or weeks. The graph¬ 
ics are detailed and often stunning, with 
good use made of the Super Nintendo 
hardware. Music is fine and the game- 
play Is deep and involving. A nice game 
and excellent value for money. 


Super Chinese World 

Culture Brain 

jap import 

Duff looking RPG that looks nothing at 
all like a Super Nintendo game and 
badly Indeed. 

Even once you figure 
out the huge amounts of Japanese text, 
you’ll have no interest at all In getting 
any further. It’s a load of old tosh and 
you should avoid it like the plague. 
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Super Wagan Island 

Namcot 

Jap import 

Bizarre mixture of platform action and 
wacky RPG, this may well be very good 
indeed. Sadly though, 
the smart graphics and 
hilarious sound are somewhat pointless 
because of the huge amounts of 
Japanese text. Shame. 

YS I I I 

Tonkin House 

US import 

Fabulous RPG with nice graphics and a 
huge adventure to complete. Everything 
f|T|* about this reeks of 
quality and the only 
thing that really lets it down is a 
somewhat weak plot. Check it out 
though, it’s among the best RPGs on 
the Super Nintendo. 

Zelda 3 

Nintendo 

Official 

Last and certainly not least. Zelda 3 is 
the office favourite. This is the creation 
of Mario programmer 
Shigeru Miyamoto. 
Even if you’re not interested in RPGs, 
the combination of arcade action and 
clever puzzles is a joy to behold. This is 
one of the finest video games ever and 
you simply must have this. Gorgeous 
graphics, great gameplay and months 
and months of challenge. 

PLATFORM GAMES 

Just another Mario? How many 
times have we heard that? Well 
each game has its own virtues in 
platform land. 






The Addams Family 

Ocean 

Official 

Slick and playable platform game that 
lacks the dep th and playability of say 
Mario, but still a wor¬ 


thy and enjoyable 
effort. The graphics are often gorgeous, 
but slightly repetitive. Music can be 
plain annoying but it does have that 
addictive spark that will keep you at it 
for days. 

Adventure Island 

Hudsonsoft 

Official 

This bouncy game has the best music 
that you will find on any game for the 
SNES. The gameplay Is 
a bit dodgy and easy at 
times but it’s worth a play. 
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Another World 

Interplay 

Official 

More platforms than blasting mean that 
Another World narrowly makes it into 
this category. The 
graphics are very 
unusual polygons, put to good use 
though and exceptionally realistic. The 
music is atmospheric and superb and 
the gameplay is deep and complex. 
Once finished, you’ll try to do it faster 
and better than before and enjoy it 
hugely. Highly reccomended. 


Chuck Rock 

Sony Image soft 

US import 



Cartoon style capers In the land time 
forgot all abo ut completely and failed to 
include in the history 
books. More’s the pity 
as there is plenty to do with rock toss¬ 
ing, belly bashing and saving your loved 
Ophelia from the evil dinosaurs and 
boogie men. Great fun. 


Dino City 

Irem 

Jap/us import 

Also known as Dino City, this is a mod¬ 
erately entertaining platform game with 
a couple of novel fea¬ 
tures. You control two 
characters at a time, one a dinosaur 
and the other its human rider. The 
graphics are colourful and bright but 
there’s not much else to separate It 
from the madding crowd. 



Dragon’s Lair 

Elite 

Official 


Striking platform slasher with some 
very nice graphics. It’s very unusual in 
appearance and the 
control method takes 
quite a while to get used to. Once 
you’ve mastered it though, you’re in for 
a nice treat. It’s just a shame it wasn’t a 
bit bigger though. 


Gun Force 

IREM 


US import 



Xardian clone with not much more to 
offer. Gameplay a bit too jerky with 
some complicated 
scenery to explore. 
End of level guardians can prove very 
tricky especially with the wrong 
weapon. Sound effects average but 
the scream of death is a bit of an 
eye opener. 

Home Alone 

THQ 

US import 

Listen carefully, I shall say this only 
once. If you buy Home Alone, then you 
are a very sick person. 
You need help, lots of 
it and right now. It’s crap. No kidding. 
Do not buy it. Do not rent It. Do not 
stay home, alone. 


Home Alone 2 

THQ 

Wish it was an export 

Remember what I told you about the 
first Home A lone game? Well, pay 
attention. Go home, 
lock the doors, nail the 
windows closed and don’t go out. Even 
If somebody offers you this for free, 
run for it and tell the police. A total 
duffer with no redeeming features at 
all. Warning warning! 

Hook 

Sony 

Jap/us import 

Although Hook can be slow at times, it 
still manages to keep you interested. 
rZjCrifil^ The graphics are love- 
ly, with real depth and 
character and although the gameplay 
has been done fifty squillion times 
before, you’ll probably love it anyway. 


James Bond Jr 

THQ 

US import 
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ALERT! Another THQ classic pile of 
rubbish this t ime graphically portraying 
the exploits of a little 

_ known boy called 

Bond. Naff gameplay naff sound naff 
everything. If you have done something 
wrong and wish to punish yourself then 
go ahead. Buy it l...dare you. 








lerry Boy/Smart Ball 

Sony 
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>ony 

Jap/us import 

I love Jerry Boy. After reading reviews 
in other magazines, it becomes obvious 
that they haven’t both¬ 
ered playing it proper¬ 
ly. Give it time and you’ll discover that 
the antics of a small lump of blue jelly 
could be the most entertaining experi¬ 
ence of the decade. Lacking slightly in 
sonic and graphic rewards, but oozing 
playability from every pore. 

Joe and Mac 

Elite 

Official 

Spot on conversion of the Data East 
coin-op and a credit to the British team 
who did the job. 
Hampered only by the 
limitations of the original, this is an 
attractive and playable romp. Nice 
graphics, excellent sound and a whole 
load of gameplay. 

Ka-Blooey 

KEMCO 

US import 

Q-Bert type Spindizzy affair that 
Involves guiding an unknown cutesy 
character around small 
^ land forms detonating 
and disposing various types of bombs. 
Repetitive and sometimes a tad easy 
with average graphics for this type of 
game and Lemmingsesque music. 

Krusty’s Super Fun 
House 

Acclaim 

Official 

Krusty is Bart Simpson’s hero. A clown 
from the local TV station who spe¬ 
cialises in showing 
super-violent cartoon 
shows. In this game, you have to rid 
Krusty’s Fun House of the rats who 
now infest it. Classic platform action 
ensues with a huge dose of puzzle solv¬ 
ing thrown in. The graphics are simple, 
yet perfectly adequate and the sound is 
just right. Good fun and very addictive. 

Magic Sword 

Capcom 

Jap/us import 

Oh dear, Capcom’s first duffer? Well, 
it’s not up to their normal standard but 
it’s by no means a 
turkey. The graphics 
are slick and polished and the music 
and sound effects are brilliant. The 
problem is, that the gameplay is incredi¬ 
bly repetitive and not very enthralling 
to begin with. Kind of like Black Tiger 
with all the good bits taken out. 
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Metal Jacket 

Atius 

Jap import 

Bloody hell! This game obviously 
slipped past quality control and straight 
into the shops. It’s a 
weak, scrolling plat- 
form blaster, sort of like Robocop on 
valium. Graphics look like an early 
Mega Drive game and sound effects fol¬ 
low suit. No need to spend any dosh 
on this, thank you very much. 

Mickey Mouse 

Capcom 

Jap import 



Anything from Capcom means the seal 
of quality and good looks for the SNES. 

Mickey Mouse is no 
exception with fantas¬ 
tic worlds to explore and amazing 
graphics. One small winge might be that 
the game is a bit too easy to complete 
but you get your moneys worth there 
is no doubt. 

Musya 

Datam 

Jap import 

At first, this looks just a little like 
Castlevania and indeed, it flows along at 
much the same pace. 
1^ Sadly however, it has 
none of the depth or scope of 
Castlevania and it soon becomes tiring 
and dull. The graphics are well 
coloured, but poorly designed. Sound 
effects are often tragic and the whole 
thing eventually leaves a bad taste in 
your mouth. 

Prince of Persia 

NCS 

Jap import 

Utterly fabulous in every respect, this 
game has proved to be a perrenial 

9 ^ rn?! favourite. You’ll 

cjm come back to it time 
and tlm^again as the game Is absolutely 
huge. Masses of action and lush graph¬ 
ics are combined with one of the most 
atmospheric SNES soundtracks to date. 


Roadrunner 

SunSoft 

US import 




Cartoon capers with Road Runner still 
steaming away from the hungry coyote 
at the expense of 
everyone’s patience, 
areat graphics with some brilliant 
animations but let down completely by 
the naff control method. The bird you 
control is far too unsensItive for the 
small platforms and minute leaps 
you have to make to finally complete 
the game. 

Robocop 

Ocean 

Official 

The graphics in this game are fantastic, 
and the gameplay, while fun is hindered 
by the difficulty level. 
It’s one of the toughest 
games weVe "ever had in. You can com¬ 
plete it though - well you can if have a 
Game Genie and infinite lives. For the 
toppest games players only. 

Skuliagger 

ASC 

US import 

Bizarre plot and dodgy graphics mask a 
simple and fairly enjoyable platform 
H romp. Not much too It 
though and variety fans 
(aren’t we all?) will soon grow bored. 
Nothing drastically wrong with it, but 
then nor does it shine. 
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Spanky’s Quest 

Natsume 

US import 

Vastly underrated and hugely enjoyable 
platform feast. Duff graphics and annoy- 
ing sound are more 
than made up for by 
the addictive and enjoyable gameplay. 
Don’t let the cosmetics put you off, this 
is a little gem. 
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Super Castlevania 4 

Konami 

OfTicial 

Quickly run out of superlatives very 
quickly as you try to describe the huge, 
sprawling and mind- 
lessly addictive nature 
of this game^abulous in every respect 
and very, very urmm.. Large. 

Super Ghouls *n’ 

Ghosts 

Capcom 

Official 

Capcom’s first effort on the Super 
Nintendo and still one of the all time 
Fantastic graph- 
Ics combined with 
creepy!orcnestral music in this fabu¬ 
lous remix of the Capcom coin-op. 

Super Mario World 

Nintendo 

Official 

This game is synonymous with the 
greatest console in the World so it’s 
going to have to be a 
t stonker isn’t it? As 



much fun you can get out of a car¬ 
tridge. Fantastic. 

Super Valis 

Telenet 

Jap import 

You run along for a bit, jump over a 
hole, hack a baddie and then run some 
more. There’s very lit- 
[T tie else to it and as a 
result, Super Valis is dead boring. 

Xandra’s big 
Adventure 

Namcot 

Jap import 

Very attractive, but very easy platform 
game, with average graphics and often 
dodgy sound. It is good 



_ ^ fun in the short term, 

but it shouldn’t take too long to finish 
and once you have, you won’t want to 
play again. 

SPORTS GAMES 

Will it ever be possible to 
emulate any great American 
pastime without failing so 
miserably? 



Augusta Masters 

T&E Soft 

Jap import 

Smart golf game from the experts, 
marred only by slow update and odd 
graphics. The Japanese 
text can be largely 
ignored and once you figure it out, this 
is one of the better golf sims on the 
Super Nintendo. 
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Baseball Simulator 
1000 

Culture Brain 

US import 

Reasonable Baseball simulator and let’s 
be honest. They’re all exactly the same 
really. Wiffy graphics, 
annoying tunes and 
somev^^oull gameplay. However, if 
you like Baseball, you’ll probably love it. 

Bill Laimbeer*s 
Combat Basketball 

Hudsonsoft 

US import 

Based on an ancient Amiga game called 
Future Basketball, this one has been 
raised from the grave 
h3 rather than pro¬ 
grammed. It sa jerky, bland and utterly 
unimpressive basketball variant. Best 
avoided by people with any sense. 

David Crane’s 
Amazing Tennis 

Absolute 

US import 

Fortunately for David Crane, this is 
amazing. The graphics are stunning, the 
sound effects convinc¬ 
ing and the gameplay 
superb. Easily on par with Super Tennis, 
but almost Identical In play. 

Extra Innings 

Sony Imagesoft 

US import 

This game takes the cutesy approach to 
baseball, with small round sprites bim- 
bling around in a most 
amusing manner It 
actually plays very well and that, com¬ 
bined with rather attractive graphics 
and a good deal of smart music means 
that this is one of the better Baseball 
titles available. 

Fire Dodgeball 

SunSoft 

Jap import 

This Dodgeball business Is very strange. 
It’s amazingly popular in japan and it 
looks a bit like volley¬ 
ball. Other than that, 
this is a quite unremarkable title. 
Decent graphics, odd music and rea¬ 
sonable gameplay. Totally average. 

Hat Trick Hero 

Taito 

Jap import 

Fast and accurate conversion of the 
Taito arcade soccer game with slick 
graphics and decent 
sound. It plays brilliant¬ 
ly, especially in two player mode and 
would be faultless were it not for the 
fact that you can score every time from 
a secret spot on the pitch. Other than 
that, it’s great. 
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Hole In One Golf 

HAL 


Jap import 

The first golf game available for the 
Super Nintendo and still one of the 
best. The overhead 

_ ^ view of the course may 

not be as realistic as the polygons 
employed by other golf games but it’s 
effective just the same. Nice use of 
mode seven but some tragic music. 



The IREM Skins Game 

IREM 


US import 

Nothing to do with hunting or Hannibal 
Lecter, this is golf! Play for cash prizes 
and thrill to the amaz¬ 
ing mode seven graph- 
ics. It’s actually very nice in play and the 
competitive aspect really adds to the 
proceedings. One of the best all round 
golf titles. 
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Jack Nickiaus Golf 

Tradewest 

US import 



Apparently realistic, yet painfully slow 
golfing sim. The polygon graphics take 
FJSjjlJTpiW an age to update, but 
they are very pretty. 
The power meter could have been bet¬ 
ter too and the whole thing is just too 
unweildy to be recommended. Better 
try Hole in One or Irem Skins. 


John Madden’s 
Football 

Electronic Arts 

US import 


Super Nintendo conversion with none 
of the flair or style of the original. It 
looks, sounds and plays 
very badly indeed and 
was massive disappointment for fans of 
the Mega Drive game. Totally stinky. 


52 


John Madden’s 93 

Electronic Arts 

Official 



Electronic Arts make ammends with 
this hugely improved revamp of the 
first SNES Madden’s. 
Graphics are slicker, 
music is better and gameplay is much 
better. A smart and playable title with 
lots to recommend it. 
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Kick Off 

IMAGINEER 

Official 

Amiga owners will relate to this as it is 
a vast improvement on their version. A 
complicated and hard 
game that has both 
depth and lasting appeal. Graphically, 
well nothing much actually but that isn’t 
the point as this isn’t trying to break 
any new ground. Essential. 

NCAA Basketball 

Nintendo 

US import 

When this game came in the office 
everybody was transformed in to hi-top 
wearing giants. The 
sound is smart, the 
graphics are good but the gameplay in 
amazing. Total addiction. 

NHPLA Hockey 

Electronic Arts 

Official 



84% 


Almost a direct copy of the Mega Drive 
version and it shows, what with jerky 
graphics and small 
sprites. Good gameplay 
though with plenty of options and the 
classic head to head. Added features 
include fighting and the “look what I 
did’’ action replay. 

Nolan Ryan’s Baseball 

Romstar 

US import 

Exactly the same as most other baseball 
games, but w ith decent graphics and a 
smart soundtrack. 
Reasonable stuff and 
you’re spoiled for choice. 

Pebble Beach Golf 

T&E Soft 

US import 

More 3D golfing antics, this time with a 
real life, world famous course recreat¬ 
ed for your delight and 
delectation. Nice look¬ 
ing, a bit slow, naff music and otherwise 
exactly the same as all other golf 
games. T&E Soft are rapidly improving 
as their knowledge of the Super 
Nintendo grows. Look out for further, 
better games from them in future. 
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PGA Tour Golf 

Electronic Arts 

US import 

By far the worst golf game on the 
Super Ninte ndo and we were all 
expecting it to be the 
best. Duff use of mode 
seven and some very poor screen 
update mean that this is just too slow 
and unattractive to be playable. A big 
surprise from the otherwise excellent 
Electronic Arts. 

Pro Soccer 

Imagineer 

Jap import 

Very poor first attempt at converting 
Kick Off to the Super Nintendo. Crap 
graphics, duff sound 
and no playability. 
Fortunately Imagineer have made 
amends with a conversion of Kick Off 
2. Steer clear of this though as it bears 
little in the way of resemblance to its 
computer counterpart. A shambling 
wreck of a game. 

Roger Clemen’s 
Baseball 

LJN 

US import 

Roger who? Anyway a difficult simula¬ 
tion topulloff and I’m afraid this has 
not been well translat- 
ed. Attempt league, or 
two player matches. Catching lacks cor¬ 
rect perspective so be warned. It’s a 
case of jump and hope for the best. 
Pitching is easy enough but be warned 
that your man on the mound gets 
mighty tired after a few select fast balls. 
Graphically nothing too amazing but 
seems adaquate for the job. 

Space Football 

Trifflx 

US import 

A Strange looking variation on the 
Ballblazer the me, with spooky mode 
seven graphics and 
some rather odd 
music. Not bad, especially in two player 
mode but by no means a classic. 
Opinions differ wildly about this game 
and so I'm afraid your best bet is to try 
before you buy. 

Super Bases Loaded 

Jaleco 

US import 

More baseball related action, this time 
from Jaleco an d again, not much in the 
way of innovation. Bat 
the ball, catch the ball. 
Run around a bit. You know the score. 
Average graphics and annoying sound 
do nothing at all to aleviate the Incredi¬ 
bly tedious gameplay. Better try some¬ 
thing else, this is poor. 
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Super Batter Up 

Namco 

US import 

It was a bit of a suprise to discover that 
the normally professional Namco, had 
turned out a poor 
effort like this. It's stu¬ 
pidly easy to hit the ball and almost 
impossible to miss it. Swing wildly and 
you'll still be a baseball hero. 

Super Birdie Rush 

Data East 

Jap import 

Amusing little golf game that plays in 
much the same way as Neo Geo golf. 

Generally good but 
there are much better 
golf games available. Try Irem Skins for 
a bit of a laugh. 

Super Bowling 

Athena 

US import 

No fun at all for a single player, yet 
hugely enjoyable with a couple of pals. 
f7jn| Great graphics and 
sound but just a little 
too easy in the long run. 

Super Cup Soccer 

Jaleco 

Jap import 

Not very stunning at all as you guide 
some rather shakey footballers around 
a badly scrolling pitch. 
^ Not at all spectacular 
and very easy to avoid. 

Super Play Action 
Football 

Nintendo 

US import 

A huge manual supplies the tactics and 
for play s o be warned you can’t 
just jump in and get to 
grips with this one. 
Graphics and sound pretty average but 
then this reflects most sports sims. 

Super Soccer 

Nintendo 

Official 

It looks a lot better than It actually is, 
but this game does play a very nice 
l^l^jl^ game of football. Good 
graphics, ace music and 
lots of playability. Players moving “up’’ 
the pitch do have a huge advantage 
though, as the action is mostly 
obscured by the net. 

Super Tennis 

Nintendo 

Official 

Still the best Tennis game available for 
the Sup er Nintendo and indeed, on any 
machine ever. The 
computer plays a chal¬ 
lenging game, but this really comes into 
its own in two player mode. Great 
graphics and realistic sound. 
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SET A LIFE, FREE! ONLY IN SVPER ACTMNt 

Exclusive Starfox preview 
Lost Vikings 
Super Goal 
Rushing Beat Run 
King Arthur’s World 


A Streetfighter cheat that lets you control the final bosses, plus all the 

news, cheats and reviews you can handle. 





















Original ^ 

CNintendo) 


Seal of 
Quality 


BREAlfl! 


A mighty Drakkhen has been struck down and the 
kingdom plunged into infernal darkness.You and 
your companions have been chosen for a perilous 
quest - to seek-out the remaining dragons, 
combine your powers and save the world from it's 
dark and deadly curse. 

So select your weapons, summon your courage 
and begin your journey through this mighty 
3D realm... 

Spectacular special effects will leave you < ■ 

gasping as you cross a colossal and wildly [ 1 
changing landscape in breathtaking real-time | i 
travel. Armed with only your wits, a lethal 1 1 
array of weaponry and a sprinkling of magic \ 
spells, you'll battle with more than 50 ^ 

ferocious monsters along your hellish path. 
Remember: you have the power to create your 
own characters as you go...because in this 
dark world you'll need all the help you can get.V 
Drakkhen. You can almost smell the fear. \ 

GAMEZONE-excellently packaged and 
mind-numbingly addictive. 88% 

SUPER PRO-Gameplay 88%, 

Longevity 91%. Instantly exciting 

and absolutely loads to do. g \ ^ 


PAL VERSION 


Infograme^ Ltd,, 

18A, Old Town, 

Clapham, London SW4 OLB 
Tel: 071 738 8199 


NINTENDOK, SUPER NINTENDO ENTERTAINMENT SYSTEM^ 
THE NINTENDO PRODUCT SEALS AND OTHER MARKS 
DESIGNATED AS "TM" ARE TRADEMARKS OF NINTENDO. 


INFOGRAMES 


INFOGRAMES ond the logo INFOGRAMES are registered trademarks o( INFOGRAMES S.A. 

INFOGRAMES 1989 • 1992 Developed by KEMCO JAPAN. 
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and'arrest of drdgs raftners,#din^ S 
many more. You choose the level to sui 


"LETHAL WEAPON ", CHARACTERS, NAMES 
AND ALL RELATED INDICIA ARE TRADEMARKS 
OF WARNER BROS. INC. © 1992 


2 CASTLE STREET, CASTLEFIELD, MANCHESTER, M3 4LZ. TEL; 061 832 6633. FAX: 061 834 0650 
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